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T R IT ISE 


On the GAME of / 


W H I S T. 


CONTAINING 


The LAWS of the GAME: 


AN D 4 1 s 0 


Some 1 s, whereby a Beginner may, with due 
Attention to them, attain to the Playing it well. 
CALCULATIONS for thoſe who will bet the Odds on any Points 
of the Score of the Game then playing and depending, 

CAsEs ſtated, to ſhew what may be effected by a very good 
Player in critical Parts of the Game. | 

REFERENCES to CasEs, viz, at the End of the Rule, you 
are directed how to find them. 

CALCULATIONS, directing with moral Certainty, how to play 
well any Hand or Game, by ſhewing the Chances of your 


Partner's having 1, 2, or 3 certain Cards, 
3 With Variety of Cionme aMod in the Appendix. 


By EDMOND HO v I E, Gent. 


The TenTH Ebirion with great Abpirioxs. 


The Laws of the Game, and an Explanation of the Calculations 
which are neceſſary to be underſtood * thoſe who would play 


it well, 
| | And alſo, 
A DrcT1oxary for WRIsT, which reſolves almoſt 
all the critical Caſes that may happen at the Game. 
To which is added, 


An ARTIFICIAL MEMORY: 
Or, an eaſy Method of aſſiſting the Memory of thoſe : 
that play at the GAME of WHIST. 


And ſeveral Caszs, not hitherto publiſhed, E 
. Tg this Edition are alſo agded, 


A whoſẽ Chapter of Thirteen new, G never f 


ubliſh'd before. —_— 
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ADVERTISEMENT. 


Tu TS Book having been entered at Stationers- 
Hall, according to Act of Parliament, whe- 

ever ſhall preſume to Print or Vend a Pirate Edi- 
tion, ſball be Proſecuted according to Law. 
The Proprietor has already obtained an Injunc— 
tion againſt Nine Perſons for pirating or ſelling 
pirated Editions, 

No Copies of this Book are genuine, but what 
ere ſigned by | 

EDMonD HO VI E 
anda 


THOMAS Os BORN E. 


W e e 8 8 


To the R E A D E R. 


FH E Proprietor of the following Treatiſe has 

thought proper to give the Public Notice, that 
he has reduced the Price of it, that it may not be 
worth any Perſon's while to purchaſe the pirated 
Editions, which have been already obtruded on the 
World; as likewiſe all thoſe Piratical Editions 
are extremely incorrect; and that the Author will 
not undertake to explain, any Caſe but in ſuch Copies 
as have been . forth by himſelf, or that are Au- 
thorized as Reviſed and fa of under his = 


Hand. ; "Pooh? Hee , 
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A SHORT. 


TREATISE 


On the GAME of 


W H 18S T. 


HE Author of this Treatiſe 
did promiſe, if it met with 
Approbation, to make an 
Addition to it by way of 
APPENDIX, Which he has 
done accordingly. 

It is neceſſary to premiſe, that thoſe, who 
intend to read this Treatiſe, are deſired to 
peruſe the following Calculations; and they 
need only charge their Memories with thoſe, 
that are marked with a N. B. upon which 
the whole Reaſoning of this Treatiſe de- 


pave 5 
B Car. 
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That he has not 2 of them ok 


CALCULATIONS, directing with moral 
Certainty, how to play well any Hand 
or Game, by ſhewing the Chances of 
your Partners baving 1, 2, or 3 cer 
tain Cards, 


For EXAMPLE. 


WOU'D know what is the Chance 
of his having one certain Card. 


| againſt for 
Anſwer. him him 
That he has it not is N B. 2 to 1 


II. I would know what is the Chance of 
his having two certain Caras? 
Anſcwer. * um 
That he has one of them only, is 3 1 to 26 
That he has not both of them, 17 2 
But that he has 1 or both is about 3 
5 to 4, or N. B. 5 7 32 
III. I would alſo know, what are the 
Chances of his having 3 certain Cards? 


Anſi Wer. for againſt 

That he holds one of them on- bim hin 
ly, is 325 for him, to 378 agamſt { 6 to 7 
kim, or about 


is 156 for him, to 547 againſt 
him, or abour 

That he has not all 3 of them, ) 
is 22 for him, to 681 againſt 31 
him, or about 


7 


Bu 
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| fon againſt 
But that he has 1 or 2 of them, 1 kim him 
is 481 for him, to 222 again 1 6 
him, or about 
And that he has 1, 2, or all 3 


of ee, is about N. B. I 5 2 


—— — — — — —w—— De 


An Rxplandti on =D. . Applica cation off the 
Calculations, neceſſary to be underſtood 


by thoſe who are to read this T reatiſe. 
Fit CALCULATION. 


T is 2 to 1 that my Partner has not one 


certain Card. 
To apply this Calculation, ler us ſuppoſe 
the right-hand Adverſary leads a Suit, of 


which you have the King, and one ſmall 


Card only, you may obſerve that it is 2 to 
1 by putting on your King, that the left- 
hand Adverſary cannot win it. 

Again, let us ſuppoſe that you have the 
King, and three ſmall Cards of any Suit, 
hkewiſe the Queen, and three ſmall Cards 
of any Suit, I would know which is the 
beſt Suit to lead from; Anſwer, from the 
King, becauſe it is 2 to 1 that the Ace does 
not lye behind you; but it is 5 to 4 that 


the Ace or King of any Suit, lies behind 
you, and conſequently, by leading from 


your Queen-ſuir, you play to a Difadvan- 


ages, 8 
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24. CALcuLAT IGN. It is 3j to 4 at leaſt 
that your Partner has 1 Card out of any 2 
certain Cards; the like Odds is in favour 
of your right-hand and left. hand Adverſa- 
ries z therefore, ſuppoſè you have 2 Ho- 
nours in any Suit, and knowing it is 5 to 4 
that your Partner holds one of the other 2 
Honours, you do by this Knowledge, play 
your Game to a greater Degree of Cer- 
tainty. Ei, 

Again, let us ſuppoſe that you have the 
Queen and 1 ſmall Card in any Suit only, 
and that your right-hand Adverſary leads 
that Suit, if you put on your Queen, it is 
5 to 4 that your left-hand Adverſary can 
win it, and therefore you uy 5 to 4 to 
your Diſadvantage, | 

3d. CaLcutaTiON. It is 5 to 2 that 
your Partner has 1 Card out of any 3 cer- 


tain Cards. 
Therefore, ſuppoſe you have the Knave 


and 1 ſmall Card dealt you, and that your 


right-hand Adverſary leads ons _ Suit, 
if you put on the Knave, it is 5 to 2 that 
your leit-hand Adverſary has Sher Ace, 
King, or Queen of the Suit led, and there- 
fore you play 5 to 2 againſt yourſelf; be- 


| Hides, there is a further Conſideration, by 


making a Diſcovery to your right-hand 


Adverſary, he fineſſes upon your Partner 


throughout that whole Suit. 40 


And 
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And in order to explain the Neceſſity 
there is, of putting the loweſt of Sequences 
in all the Suits led, let us ſuppoſe that your 
Adverſary led a Suit, of which you have 
King, Queen, and Knave, or Queen, Knave, 
and Ten; by putting on your Knave of the 


Suit of wkich you have King, Queen, and 


Knave, it gives your Partner an Opportu- 
nity of calculating the Odds for and againit 
him in that Suit, and alſo in all inferior 
Suits of which you have Sequences. 

A farther Uſe to be made of the forego- 
ing Calculation, let us ſuppoſe, that you 
have the Ace, King, and 2 ſmall! Trumps, 
with a Quint-major or 5 other winning Cards 
in your Hand in any Suit, and that you 


have played Trumps two Rounds, and that 


each Perſon followed Trumps 3; in this 
Caſe, there are 8 Trumps out, and 2 Trumps 


remaining in your Hand, which make 10, 


and 3 Trumps which are divided between 
the remaining 3 Players, of which 3 Trumps 
the Odds is 5to 2 in your Favour that 
' your Partner has 1; and therefore out of 

7 Cards in your Hand, you are intitled to 


win 5 Tricks. 
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Some COMPUTATIONS for laying of 
weur Money at the Game of Wu1sT. 
With the Deal. 


The Deal - is 21 to 20 
iLove 8 « 1 
2 : : „„ 
3 1 „ 
| * 8 7 4 
F 5 is 2 to 1 of the Game, — 
I of the Lurch 2 : 
66 5 „„ 2 
17 - + © 
| 8 a 8 1 
( 9 is about S 9 2 
f With the Deal. 
| 2 to 1 FF 3 
[ "ik 8 ES 7 
F 4 x... - - 9 6 
5 x - : 5 1 
— 8 b * 
5 » - 3 I 
3 — 9 © - 
9 1 1s about - 3 1 
With the Deal. 
3 to 2 — | E 8 to 7 
1 9 ws * 


O 
© Q O <q | DH ROSH SO ao | GSS | wan 
ER” 2 2 N 
5 . O 6 
3 = R 4 1 n 1 * 3 1 | SS — 
= S 8 f J: : 0 
2 a ' 1 2 Q- 4 
> Ld * 42. 1 Ca | 
1 6 . 8 7 
: i , ND ; X 
8 : S | a — 6 0 
D 23 4 2 43 
2 4 6 957 0 0 b z 2 * 
> | <Q 2 4d Fs 1 4 re if 6 as 
* : = — i = = — 8 — * — 
8 0 z ©Q = 2 „ = ; 8 — þ =. 8 
— 2 2 {= 2 5 
G d e e e e 1 7 + no 9 


to 5 
5 
5 


7 
8 
9 


o 
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With the Deal. 


8 to 7 is above . 2 to-2 
9 to 7 is about 12 0 $- 


— 


— 


8 to 9, upon the beſt Computation made 
at preſent, is about 3 and a half in the 
Hundred, in favour of 8 with the Deal; 

ö againſt the Deal, the Odds is ſtill, tho? 
„ ſmall, in Favour of 8. 

Hb bebo deb Sehe eoboohobobos 
"CHAT. I. 


Some GENERAL RL Es 70 be obſerved 
oy BEGINNERS, | | 
1 3 
2 W H E N you lead, begin with the beſt 
1 Suit in your Hand ; if-you have a 
Sequence of King, Queen, and Knave, or 
Queen, Knave, and Ten, they are ſure 
[' Leads, and never fail gaining the Tenace 
. to yourſelf or Partner in other Suits; and 
begin with the higheſt of the Sequence, un- 
leſs you have 5 in Number: In that Caſe 
play the loweſt (except in Trumps, when 
you mult always play the higheſt) in order 
to get the Ace or King out of your Part- 
ner's or Adverſary's Hand, by which means 
you make Room for your Suit. 
8 
If you have 5 of the ſmalleſt Trumps, 


5 ' »4and not one good Card in the other Suits, 
i" | _ trump 
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trump out, which will have this good Con- 
lequence at leaſt, to make your Partner the 
latt Player, and by that Means gives him 
the Tenace, 

| II. 


If you have 2 ſmall Trumps only, with 
Ace and King of two other Suits, and a 
Deficiency of the fourth Suit, make as many 
Tricks as you can immediately; and if 
your Partner refuſes either of your Suits, 
do not force him, becauſe that may weaken 
kis Game too much. 

IV. | 

You need ſeldom return your Partner's 
Lead, if you have good Suits of your own 
to play, unleſs it be to endeavour to ſave or 
win a Game : Whatis meant by good Suits, 
is in caſe you ſhall have Sequences of 
King, Queen, and Knave, or Queen, 
Knave and Ten. 

| V. 


If you have each 5 T ricks, and you are 
aſſured of getting 2 Tricks, in your own 
Hand, do not fail winning them, in Ex- 


pectation of ſcoring 2 that Deal becauſe, if 


you loſe the odd Trick, it makes 2 diffe- 
rence, and you play 2 to I againſt yourſelf. 


An Exception to the foregoing Rule is, 
when you ſee a Probability either of ſaving 


your Lurch or winning the Game, in either 
of which Caſes you are to riſk the odd Trick. 
B 5 VI. 


H1 
of 


——̃ e — ame 


io AA ſport. TREATISE 011 
Ti. 

When you have a Probability of winning 
the Game, always riſk a Trick or two, be- 
cauſe the Share of the Stake, which your 
Adverſary has by a new Deal, will amount 
to more than the Point or two which you 

in riſk by that Deal, 
bo The foregoing 2 refers to Chap. VI. 
oe. 2, 3, 4, 5 ©: 
II. 

If your Adverſary | is 6 or 7 Love, and 
you are to lead, your Buſineſs in that Caſe 
is to riſk a Trick or two, in hopes of put- 
ting your Game upon an Equality; there- 
1 fore, admitting you have the Queen or 
# Knave, and x other Trump, and no good 
Cards in other Suits, play out your Queen 
or Knave of Trumps, by which Means you 
will ſtrengthen your Partner's Game, if he 


is ſtrong in = it he is weak, you do 
him no Injury. 


1 

1 If you are 4 of the Game, you muſt play 
for an odd Trick, becauſe it ſaves one half 
of the Stake which you play for; and, in 
order to win the odd Trick, tho* you are 
pretty ſtrong in Trumps, be cautious how 
you trump out. What is meant by Strength 
m Trumps, is, in caſe you ſhould have 1 
Honour and 3 Trumps, 


a 
1 | IX. 
Wi: 5, | 
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Wc - 
If you are 9 of the Game, and tho! very 


ſtrong in Trumps, if you obſerve your 
Partner to have a Chance of trumping any Fs 


0 of your Adverſary's Suits; in that Caſe do 
4 not trump out, but give him an Opportu- 
nity of trumping thoſe Suits, If your Game 
. is ſcored 1, 2, or 3, you muſt play the Re- 
verſe; and alſo at 3, 6, or 7; becauſe in 

theſe two laſt recited Caſes you play for 
d more than x Point, 
le » & T 
_ If you are laſt Player, and find that the 
e- third Hand cannot put on a good Card / 
co his Partner's Lead, admitting you have 
d no good Game of your own to play, return 
n the Lead upon the Adverſary, which gives 
du your Partner the Tenace in that Suit, and 
he often obliges the Adverſary to change Suits, 
do and conſequently gains the Tenace in that 
new Suit allo. 

9 XI. —_ 
ay Þ if you have Ace, King, and four ſmall 
alf Trumps, begin with a {mall one; ; becauſe 
mn | it is an equal Wager that your Partner has 
are a better Trump than the laſt Player; if ſo, You 
OW you have three Roundsof Trumps ; if not, 
th you cannot fetch out all the Trumps. il 
11 XII. 4 


If you have Ace, King, Knave, and three it 
X. 18 Trumps, begin with the King, and“ 
tian 
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then play the Ace, (except one of the Ad- 
verſaries refuſes Trumps) becauſe the Odds 
is in your favour, that the Queen falls. 
| XIII. 
It you have King, Queen, and four ſmall 
Trumps, begin with a ſmall one, becauſe 


the Odds is on your Side that your Partner 


has an Honour. 
XIV. 


If you have King, Queen, Ten and three 


ſmall Trumps, begin with the King, be- 


cauſe you have a fair Chance that the Knave 
falls in the ſecond Round, or you may wait 
ro fineſs your Ten upon the Return of 
Trumps from your Partner. 
Refers to Chap. VII. Caſe 1, 2, 3. 
8 
If you have Queen, Knave, and four 
ſmall Trumps, begin with a ſmall one be- 
cauſe the Odds is in your favour that your 
Partner has an Honour. 
XVI. 

If you have Queen, Knave, Nine, and 
three ſmall Trumps, begin with the Queen, 
becauſe you have a fair Chance that the 
Ten falls in the ſecond Round; or r you may 
wait to fineſs the Nine. 

Refers to Chap. VII. Caſe 5 2, 3. 

AVI: 
If you have Knave, Ten, and four ſmall 
Trumps, 


Av * 
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Trumps, begin with a _ one, for the 


Reaſons aſſigned in N“. 
| XVIII. 


If youhave Knave, Ten, Eight, and three 
ſmall Trumps, begin with the Knave, in 
order to prevent the Nine from making a 
Trick, and the Odds is in your favour that 


the three Honours fall in two Rounds. 
XIX. 


If you have ſix Trumps of a lower De- 


nomination, you are to begin with the low- 


eſt, unleſs you ſhould have Ten, Nine, and 
Eight, and an Honour turns up againſt you; 


in that Caſe, if you are to play through the 
Honour, begin with the Ten, which obli- 


ges the Adverſary to play his Honour to 


his Diſadvantage, or leave it in your Part- 
ner's Option whether he will paſs it or not. 
- XX. 

If you have Ace, King, and three mall 
Trumps, begin with a 1mall one, for the 
Reaſons aſſigned in Ne. 15. 

XXI. 


If you have Ace, King, and Knave, and 


two ſmall Trumps, begin with the King, 


which, next to a moral Certainty, informs 


your Partner that you have Ace and Knave 


remaining; and, by puting the Lead into 


your Partner's Hand, he plays you a 
Trump, upon which you are to fineſs the 
Knave, and no ill Conſequence can attend 


ſuch Play, except the — lies behind 


you ſingle, Refers 
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Refers to Chap. VII. Caſe x, 2, 3. 
AMIE. -- 
If you have King, Queen, and three 


ſmall Trumps, begin with a ſmall one, for 


the — Reaſons in N. 15. 
XXIII. 

If you have King, Queen, Ten, and two 
ſmall Trumps, begin with the King, for 
the Reaſons aſſigned in No. #1... 

„ 

If you have Queen, Knave, and three 

ſmall Trumps, begin with a ſmall one, for 


the Reaſons aſſigned in NS. 15. 


—_ 

If you have Queen, Knave, Nine, and 
two ſmall Trumps, begin with the Queen, 
for the Reaſons aſſigned in N. 16. 

* 

If you have Knave, Ten, and three ſmall 
en begin with a ſmall one, for the 
Reaſons aſſigned in N“. 15, 

XXVII. | 

If you have Knave, Ten, Eight, and two 


Fmall Trumps, begin with the Knave, be- 
cauſe in two Rounds of Trumps it 1s Odds 


but that the Nine falls; or, upon the Re- 


turn of Trumps from your Partner, you 


may fineſs the Eight. 
XXVIII. 
. If you have five Trumps of a lower De- 
nomination, it is the beſt Play to begin Mm 
the 
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the loweſt, unleſs you have a Sequence of 


Ten, Nine, and Eight; in that Caſe, be- 
gin with the higheſt of the Sequence. 
> © ©» On 

If you have Ace, King, and two ſmall 
Trumps, begin with a ſmall one, for the 
Reaſons aſſigned in N. 15. 

XXX. 

If you have Ace, King, Knave, and one 
ſmall Trump, begin with the King, for the 
Reaſons aſſigned in No. 21. 

AAXI. - 

If you have King, Queen, and two ſmall 
Trumps, begin with a ſmall one, for the 
Reaſons aſſigned in N“. 15. 

XXXII. 


If you have King, Queen, Ten, and one 


ſmall Trump, begin with the King, and 
wait for the Return of Trumps from your 


Partner, when you are to fineſs your Ten, 
nin order to win the Knave. 


| XXXIII. 
If you have Queen, Knave, Nine, and 


one ſmall Trump, begin with the Queen, 
in order to prevent the Ten from making 


a Trick. 
. 
If you have Knave, Ten, and two ſmall 
Trumps begin with a ſmall one, for the 
Reaſons aſſigned in N. 19x. 
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. XXXV. 
If you have Knave, Ten, Eight, and one 


Trick. 
XXXVI. 


If you have Ten, Nine, Eight, and one 


ſmall Trump, begin with the Ten, which 
leaves it in your Partner's Diſcretion, whe- 


ther he will paſs or not. 
XXXVII. 


Tf you have Tenandthree {mall Trumps, 
begin with a ſmall one. 


cbooborbook bob bob bob tots 


CHAP, IL 


Some PARTICULAR RULEs ro be 
_ obſerved. 


| J. | 

J © you have Ace, King, and four ſmall 
Trumps, with a good Suit, you muſt 
play three Rounds of Trumps, otherwiſe 
you may have . Suit trumped. 
If you have King, Queen, and four ſmall 
Trumps, with a good Suit, trump out with 
the King, becauſe when you have the Lead 


ſmall Trump, begin with the Knave, in or- 
cier to prevent the Nine from making a 


5 
22 


again, you will have three Rounds of 


Trumps. III 
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III. 


rf you have King, Queen, Ten, and 
three ſmall Trumps, with a good Suit, 


of the Knave's falling at the ſecond Round; 
and do not wait to fineſs the Ten, for fear 
your ſtrong Suit ſhould be trumped, 
IV. 

If you have Queen, Knave, and three 
ſmall Trumps, with a good Suit, trump 


2 out with a ſmall one. 
” ll 4 


1 OH 


If you have Queen, Knave, Nine, and 


two ſmall Trumps, with a good Suit, 
trump out with the Queen, in Expectation 


of 


of the Ten's falling at the ſecond Round; 


i and do not wait to fineſs the Nine, but 
2 trump out a ſecond time for the Reaſons 
alſigned i in Caſe III. in this Chapter. 
2h 


al If you have Knave, Ten, and three ſmall 


1ſt © Trumps, with a good 20m trumpout with 
iſe a ſmall one. 

f. | = ._ 

lf you have Knave, Ten, Eight and two 
114 {mall Trumps, with a good Suit, trump 


Nine's falling at the ſecond Round. 
VIII. 
If YOU have Ten, Nine, Eight, and one 
ſmall 


trump out with the King, in Expectation | 


out with the K nave, in Expectation of the 
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ſmall Trump, with a good Suit, trump out 
with the Ten. 
bd tobob# bob dk db ot. chebebckek 
. 5 


PARTICULAR GAMES, and the Man- 
ner in which they are to 6: played, 
after a Learner has made ſome Pro- 

| groſs in the Game. 

| QUPPOSE you are elder Land, and 

i that your Game conſiſts of King, Queen, 

and Knave, of one Suit, Ace, King, Queen, 

and two ſmall Cards of another Suit, King 


1 and Queen of the third Suit, and three 
1 {mall Trumps : Query, How is this Hand | 
"8 to be played? You are to begin with the | 
11 Ace of your beſt Suit (or a Trump) which 

1 informs your Partner that you have the 
In Command of that Suit ; but you are not to 

| proceed with the King of the ſame Suit, 

[| but you muſt play a Trump next; and if 

| . you find your Partner has no Strength to 
100 ſupport you in Trumps, and that your Ad- 

verſary plays to your weak Suit, vi. the 
King and Queen only, in that Caſe play 
the King of the Suit which belongs to the 
beſt Suit; and if you obſerve a Probabi- 
lity of either your Adverſaries being likely 
to trump that Suit, proceed then and play 
HUB the King of the Suit of which you have, 

* King, Queen, and Knave. If it ſhould 
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boo happen, that you Adverſaries do not 
play to your weakeſt Suit, in that Caſe, 
tho' apparently your Partner can give you 
no Aſſiſtance in Trumps, purſue yohr 
scheme of trumping out as often as the 
Lead comes into your Hand: by which | 
Means, ſuppoſing your Partner to have 4 
but two Trumps, and that your Adver- | 
= faries have four each, by three Rounds of ; 
7 Trumps, there remain only two Trumps 
Z againſt you, . 4 
5 „ = 3 
Elder Hand. A 


Suppoſe you have Ace, King, Queen, 
and one ſmall Trump, with a Sequence /©** } 
from the King of five in another Suit, 4 
with four other Cards of no Value. Be- 1 
gin with the Queen of Trumps, and pur- 
| ſue the Lead with the Ace, which demon- 
ſtrates to your Partner that you have the |} 
| King: And as it would be bad Play to l. 
{ purſue Trumps the third Round, till you | 
have firſt gained the Command of your 1 
great Suit, by ſtopping thus, it likewiſe 
informs your Partner that you have the 
King and one Trump only remaining; 
becauſe, if you had Ace, King, Queen, 
and two Trumps more, and Trumps went 
round twice, you could receive no Damage 
by playing the King the third Round. 
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When you lead your Sequence, begin with 
the loweſt, becauſe if your Partner has the 
Ace, he plays it, which makes room for | 
your Suit. And ſince you have let your | 
Partner into the State of your Game, as | 
ſoon as he has the Lead, if he has a Trump 
or two remaining, he will play Trumps 
to you, wieh a moral Certainty that your | 
King clears your Adverſaries Hands of all 
their Trumps. \ 

THI. 


PE” A. 
Suppole you have Ace, King and two 
ſmall Trumps, with a Quint-Major of ano- 
ther Suit; in the third Suit you have three 
ſmall Cards, and in the fourth Suit one, 
Your Adverſary on your right-hand be- 


gins with playing the Ace of your weak 


Suit, and then proceeds to play the King: 
In that Caſe, do not trump it, but throw 
away a loſing Card, and if he proceeds to 
play the Queen, throw away another loſing | 
Card; and do the like the fourth Time, in 
hopes your Partner may trump it, who will Þ 
in that caſe play a Trump, or will play to 
your ſtrong Suit: If Trumps are played, 
go on with them two Rounds, and then] 
proceed to play your ſtrong Suit, by which 
Means, if there happen to be four Trumps 
in one of Adverſary's Hands, and two] 
in the other, which is nearly the Caſe, your 
Partner] 
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= Partner being intitled to have three Trumps 
out of the nine, conſequently there remain 


For only ſix Trumps between the Adverſaries; 

is your ſtrong Suit forces their beſt Trumps, 
[4 f and you have a Probability of making the 
aps odd Trick in your own Hand only; whereas 


it you had trumped one of your Ad verſaries 
beſt Cards, you had ſo weakened your 
Fand, as probably not to make more than 
five Tricks without your Partner's Help. 
„ | 8 | 

& Suppoſe you have Ace, Queen, and three 


roy ſmall Trumps ; Ace, Queen, Ten, and 
hee Nine of another Suit; with two ſmall Cards 
ine, of each of the other Suits : Your Partner 


be. leads to your Ace, Knave, Ten, and Nine; 
and as this Game requires rather to deceive 
your Adverſaries, than to inform your Part- 

ner, put up the Nine, which naturally leads 
the Adverſary to play Trumps, if he wins 


5 * that Card. As ſoon as Trumps are played 1 
; 5 to you, return them upon your Adverſary, ö 
will Þ keeping the Command in your own Hand. 

to If your Adverſary who led Trumps to you, 
A 3 puts up a Trump which your Partner can- 
3 not win, if he has no good Suit of his own 


hich to play, he will return your Partner's Lead, 
[imagining that Suit lies between his Partner | 
and yours ; if this Fineſs of yours ſhould 4 
lucceed, you will be a great Gainer by it, 
out ſcarcely poſſible to be a Loſer, 


j 
% 
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Suppoſe you have Ace, King, and three 
ſmall Trumps, with a Quart from a King, | 
and two fmail Cards of another Suit, and] 
one ſmall Card to each of the other Suits;| 
your Adverſary leads a Suit of which your, 
Partner has a Quart- Major; your Part- 
ner puts up the Knave, and then proceed 
to play the Ace: You refuſe to that Suit 
by playing your looſe Card; when your, 
* Partner plays the King, your Right-handÞ 
Adverſary trumps it, ſuppoſe with the 
Knave or Ten, do not over-trump him, 
which may probably loſe you two or three 
Tricks by weakning of your Hand : But 
if he leads to the Suit of which you havefl 
none, trump it, and then play the loweſt off 
your Sequence, in order to get the Ace f 
either out of your Partner's or Adverſariciſ | 
Hand; which accompliſhed, as ſoon af 
you get the Lead, play two Rounds of 
Trumps, and then proceed to play your 
ſtrong Suit. Inſtead of your Adverſaric 
playing to your weak Suit, if he ſhould pla 4 
Trumps, do you go on with them two 
Rounds, and then proceed to get the Com- 
mand of your ſtrong Suit. But you wi 
ſeldom find this laſt Method practiſed, ex 
cept by moderate Players. 
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CHAP IV. 


Games to be played with certain Obſer- 
vations Whereby you are aſſured that 
our Partner has no more of the Suit 
played either by yourſelf or him. 

I. Firſt Example, 

$ UPPOSE you lead from Queen, Ten, 
Nine, and two ſmall Cards of any Suit; 

the ſecond Hand puts on the Knave, your 

Partner plays the Eight; in this Caſe, you 

having Queen, Ten, and Nine, it is a De- 

monſtration, if he plays well, that he can 
| have no more of that Suit. Therefore, by 
that Diſcovery, you may play your Game 


accordingly, either by forcing him to trump 


that Suit if you are ſtrong in Trumps, or 
by playing ſome other Suit. 


II. Second Example. 
Suppoſe you have King, Queen, and Ten 


of a Suit, and you lead your King, your / 


Partner plays the Knave, this demonſtrates 
he has no more ot that Suit. 

III. Third Example, which varies from 
The two former. 

Suppoſe you have King, Queen, and 

many more of a Suit, and you begin with 

the 


44 
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the King, in ſome Caſes it is good Play inf 
A Parener, when he has the Ace and one 
ſmall Card in that Suit only, to win his! 
Partner? s King with his Ace; for ſuppoſe 
he is very firong i in Trumps, by taking his 
Partner's King with the Ace, he trumps R 
out, and after he has cleared the Board of 
Trumps, he returns his Partner's Lead and 
having parted with the Ace of that Suit, 
he has made room for his Partner to make z 
that whole Suit, which poſſibly could not 
have been done if he had kept the Com- 
mand in his Hand. 3 
And ſuppoſing his Partner has no other 3 
good Card in his Hand beſides that Suit, 
he loſes nothing by the Ace's taking of his 
King; but if it ſhould ſo happen that he 
has a good Card to bring in that Suit, he 
ains all the Tricks which he makes in that 
Suit, by this Method of Play; and as your 
Partner.has taken your King with the Ace, 
and trumps out upon it, you have Reaſon 
to judge he has one of that Suit to return 
you, therefore do not throw away any of 
that Suit, even to keep a King or Queen | 


guarded, 
— HAP. 
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e „ VV. 
| * Particular Games both to endeavour to 
his 9ecerve and diſtreſs yaur Adverſaries, 
aps | and to demonſtrate your Game to Jour 
| of MY Pariner. 
and Wh I. Firft Example, 
uit, GUP POSE I play the Ace of a Suit 


of which I have Ace, King, and three 
not Wſmall ones; the laſt Player does not chuſe 
>M- Mo trump it, having none of the Suit; if I 

um not ſtrong enough in Trumps, I muſt 


ther ot play out the King, but keep the Com- 
nit: mand of that Suit in my Hand by playing 
his Pf a ſmall one, which I muſt do in order 
c » o weaken his Game. 

Not II. Second Example. 


our It a Suit is led of which J have none, and 
\ce, I moral Certainty that my Partner has not 
aſon Nhe beſt of that Suit, in order to deceive 
turn he Adverſary I throw away my ſtrong. 
y of Puit; but to clear up Doubts to my Part- 
Teen Per, when he has the Lead I throw away 
D my weak Suit. This Method of Play will 
A p. Fenerally ſucceed, unleſs you play with 
Nery good Players, and even with them, 
ou will oſtner gain than loſe by this Me. 
10d of Play. 


e 
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CHAP. VT... 

Particular Games to be played, by which 

you run the Rift of loſing one Trich 
only to gain three, 
I. Tir Example. 

gU PPOSE Clubs to be Trumps, i 
„ Heart is played by your Adverſary 
al i your Partner having none of that Suit! 
throws away a Spade; you are then toffi 
judge his Hand is compoſed of Trumps and 
Diamonds; and ſuppoſe you win that 
Trick, and being too weak in Trumps, yo 
1 dare not force him; and ſuppoſe you ſhalf 
11 have King, Knave, and one ſmall Dif 
i} mond]; and further ſuppoſe your Partneif 
to have Queen and five Diamonds; in tha 
Caſe, by throwing out your King in you 
firſt Lead, and your Knave in your ſecond 
your Partner and you may win five Trick 
Lil! in that Suit; whereas if you had led] 
1 mall Diamond, and your Partner's Queeſ 

10 0 having been won with the Ace, the Kin! 

and Knave remaining in your Hand, ob 
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100 ſtructs his Suit: And tho? he may hay 
10 the long Trump, yet, by playing a ſmal 
Toe Diamond, and his long Trump havin 
N been forced out of his Hand, you loſe b 
TH: this Method of Play three Tricks in th 
15 Deal. L- | 
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II. Second Example. 


Suppoſe, i in the like Caſe of the former, 
you ſhould have Queen, Ten, and one 
ſmall Card in your Partner's ſtrong Suit; 
which 1s to be diſcovered by the former 
Example; and ſuppoſe your Partner to 
have Knave and five ſmall] Cards in his 
ſtrong Suit; you having the Lead are to 
play your Queen, and when you play a 
gain you are to play your Ten; and ſup- 

oſe him to have the long Trump, by 
this Method he makes four Tricks in 
that Suit, but ſhould you play a ſmall one in 
that Suit, his 'Knave being gone, and the 

ueen remaining in your Hand in the ſe- 
cond Round of plaving that Suit, and the 
long Trump being forced out of his Hand, 
the Queen remaining in your Hand ob- 
ſtructs the Suit, by v chich Method of Play 
you loſe three Tricks in that Deal. 
III. Third Examfie. 

In the former Examples you have been 
ſuppoſed to have had the Lead, and by 
that Means have had an Opportunity of 
rowing out the beſt Cards in your Hand 
of your Partner's ſtrong Suit. in order to 
make reom for the whole Suit, we will 
now ſuppoſe your Partner is to lead, and 
in the Courſe. of Play, it appe rs to you 
that your Partner has one er: at Suit; fun- 


P 
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to play the Ten; by which means you ſee, 


Adverſaries, you had loſt two Tricks in 
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poſe, Ace, King, and four ſmall ones, and 
that you have Queen, Ten, Nine, and a 
very ſmall one of that Suit; when your 
Partner plays the Ace, you are to play the 
Nine ; when he plays the King, you are 


in the third Round, you make your Queen, | 
and having a ſmall one remaining, you do 

not obſtruct your Partner's great Suit ; 
whereas if you had kept your Queen and 
Ten, and the Knave have fallen from the | 


that Deal. 
IV. Fourth Example, 
_ Suppoſe in the courſe of Play, as in the | 
former Caſe you find your Partner to have | 
one great Suit, and that you have King, 
Ten, and a ſmall one of that Suit, your | 
Partner leads the Ace, in that Caſe play | 
your Ten, and in the ſecond Round your 
King; this Method is to prevent a Poſſibi- 
lity of obſtructing your Partner's great Suit, 
V. Fifth Example. 5 
Suppoſe your Partner has Ace, King, and 
four ſmall Cards in his great Suit, and that 
you have Queen, Ten, and a ſmall Card 
in that Suit; when he plays his Ace, do 
you play your Ten, and when he plays his 
King, do you play your Queen; by which 
„ Method 
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Method of Play you only riſk one Trick to 


get four. 
VI. Sixth Example. 


We will now {uppoſe you to have five 


Cards of your Partner's ſtrong Suit, viz. 


Queen, Ten, Nine, Eight, and a imall 
one; and that your Partner has Ace, King, 
and four ſmall ones; when your Partner 
plays the Ace, do you play your Eight ; 


when he plays the King, do you play your 


ine; and in the third Round, no body 
having any of that Suit, except your Part- 
ner and you, poceed then to play the 
Queen, and then the Ten ; and having a 
{mall one remaining, and your Partner two, 
you thereby gain a Trick, which you could 
not have done but by playing the hig 
Cards, and by keeping a ſmall one to pla 
to your Partner. 5 
SILK Dbobdb h She ND eEE Ehe % 
CHAF. VI. 


Particular Games to be played when 
your Adverſary turns up an Honour 
on your right Hand, with D1REC- 
TIONS how 7o play when an Honour 
15 turned up on your left Hand. 
I. Firſt Example. 


gUP POSE the Knave is turned up on 


your right Hand, and that you have 
Tg 


King, 
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King, Queen and Ten, in order to win the 
Knave, begin to play with your King, by 
which Method of Play, your Partner may 
iuppoſe you to have Queen and Ten re— 
maining, eſpecially it you have a ſecond 
Lead, and that you do not proceed to play 


your Queen, 
II. Second Example. 

The Knave being turned up as before, 
and that you have Ace, Qucen, and Ten, 
by playing of your Queen. it anſwers the 
ike Purpole of the former Rule, 


III. Third Example. 


If the Queen is turned up on your right 
Hand, and that you have Ace, King, and 
Knave, by playing your King, it anſwers 
the like Purpoſe of the former Rule. 


IV. Fourth Example. 


Suppoſe an Honour 1s turned up on your 
left Hand, and ſuppoſe you ſhould hold no 
Honour,in that Caſe youareto play I rumps 

through that Honour ; but in Caſe you 
ſhould hold an Honour (except the Ace) 
you muſt be cautious how you play Trumps, 
becauſe, in Caſe your Partner holds no Ho- 
nour, your Adverſary will play your own 


Game upon you. 
CHAP. 
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III. 


4 Cas E to demonſtrate the Danger of” 
forcing your Partner. 


A QUPPOSE A and B Partners, and that 


A has a Quint- major in Trumps, with a 
Quint- major, and three ſmall Cards of an- 
other Suit, and that A has the Lead; and 
let us ſuppoſe the Adverſaries C and D to 
have only five Trumps in either Hand: In 
this Cale, A having the Lead, wins every 
Trick. 

II. 

Suppoſe, on the contrary, C has five 
ſmall Trumps, with a Quint-major and 
three ſmall Cards of another Suit, and that 
C has the Lead, who forces A to trump 


firſt, by which means A wins only five 


Tricks, | 
We: 

A Cass to demonflrate the Advantage 
by a Saw. 


Suppole A and B Partners, and that 4 
has a Quatt-major in Clubs, they being 
Trumps, another Quart-major in Hearts, 


another Quart- major in Diamonds, and the 
Ace of Spades: And let us ſuppoſe the 


Ad verſaries C and D to have the following 
Cards, viz, C has four Trumps, eight 
CX Heaats 
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Hearts and one Spade; D has five Trumps 
and eight Diamonds; C being to lead, 
plays an Heart, D trumps it; D plays a 
Diamond, C trumps it; and thus purſuing 
the Saw, cach Partner trumps a Quart-Ma- 
Jor of A's, and C being to play at the ninth 
irick, plays a Spade, which D trumps; 
thus C and O have won the nine firſt Tricks, 
and leave A with his Quart- major in 
Trumps only. „„ 
The foregoing Caſe ſhews, that when- 
ever you gain tne Advantage of eſtabliſhing 
of a Saw, it is your Intereſt to embrace it. 


[IV hat follows in this Treatiſe is the Ad- 
dition promiſed. 
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Containing Variety of CAsks, intermixed 
with CALCULATIONS, demonſtrating | 
_ when it is proper, at ſecond Hand, to | 
put up the King, Queen, Knave, or 
Ten, with one ſmall Card of any Suit, 
&c. | 
gUP POSE you have four ſmall Trumps 
in the three other Suits you have one 
Trick ſecure in each of them ; and ſuppoſe 
your Partner has no Trump, in that _ 
I the 


ſmall Cards of any Suit; 
Adverſary leads that Suit; in that Caſe, Go 
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the remaining Nine Trumps muſt be di- 
vided between your Adverſaries, ſuppoſe 
five in one Hand, and four in the other, 
as often as you have the Lead, play 
Trumps; and ſuppoſe you ſhould have four 
Leads, in that Caſe, you ſee your Adver- 


ſaries make only five Tricks out of nine 


Trumps; whereas if you had ſuffered them 
to make their Irumps fingle, they might 
poſſibly have made nine Tricks, 

By this Example, you ſee the Neceſſity 
there is of taking out two Trumps for one 
upon moſt Occaſions, 

Yet there is an Exception to the forego- 


ing Rule, becauſe if you find in the courſe 
of Play that your Adverſaries are very 


ſtrong in any particular Suit, and that your 


Partner can give you no Aſſiſtance in that 
| Suit, in ſuch a. Caſe you are to examine 
your own, and alſo your Adverſaries Scores, 


becauſe by keeping one Trump in your 


Hand to trump ſuch Suit, it may be either 


a means to ſave or win a Game. 
II. 
Suppoſe you have Ace, Queen, and two 
your right hand 


not put up your Queen, becauſe it is an 
equal Wager that your Partner has a better 
Card in that Suit than the third Hand; if 
fo, you have the Command of that Suit. 
C5 An 
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An Exception to the foregoing Rule is 


in cafe you want the Lead, then you are to 


Put up your Queen. 
: . 


Never chooſe to lead ſrom King, n | 


and one ſmall Card in any Suit, becauſe it 
132 to 1 that your Partner has not the Ace, 
and allo 32 to 25, or about gj to 4, that he 
has Ace or Queen ; and therefore as you 
have only about 5 to 4, in your Favour, 
and as you muſt have four Cards in ſome 
other Suit, ſuppoſe the Ten to be the high- 
eſt, lead that Suit, becauſe it is an equal 
Wager that your Partner has a better Card 


In that Suit than the laſt Player; and if the 


Ace of the firſt- mentioned Suit lies behind 
you, which is an equal Wager it ſhould fo 
happen, in caſe your Partner has it not, in 
this Caſe, on your Adverſaries leading this 
Suit, you probably make two Tricks in it 
by this Method of Cy 
> Ts 

Suppoſe | in the Courſe of Play it appeais 
to you, that your Partner and you have 
four or five Trumps remaining, when your 
Adverſaries have none, and that you have 
no winning Card in your Hand, but that 


you have Reaſon to judge your Partner has 


a thirteenth Card, or ſoeme other winning 


Tom in his Hand]; in that Caſe play a ſmall 


Trump, to put the Lead into his Hand, in 
order 


2 
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order to throw away any loſing Card in 
your Hand, upon ſuch thirteenth or ozher 
good Card. 
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CHAT. X. 


Some Directions for putting up at ſecond 


Hand, King, Queen, Knave, or 2 
of any Suit, &c. 
J. 


f QCUPP OSE you have the King, and 
Wo Suit, and that 
pour right-hand Adverſary plays that Suit; 
it he is a good Player do not put up the 
King, unleſs you want the Lead, becauſe a 


one ſmall Card of any 


good Player ſeldom leads from a Suit of 


= which he has the Ace, but keeps it in his 
= Hand (after the. Trumps are played out) to 


bring in his ſtrong Suit. 
II. 
Suppoſe. you have a Queen and one 


' ſmall Card of any Suit, and that your right- 


hand Adverſary leads that Suit; do not put 


on your Queen, becauſe ſuppoſe the Ad- 
verlary has led from the Ace and Knave, 


in that Caſe, upon the Return of that Suit, 
your Adverſary fineſſes the Knave, which 
is generally good Play, eſpecially if his 


Partner has played the King, you thereby 
nake your Queen but by putting on the 
Queen, it ſhews your Adverſary that you 
have no Strength in that Suit, and conſe- 
quently puts him upon lineſſing upon your 
Pa ner throughout that whole Suit. 
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8 
In the former Examples you have been 
informed when it is thought proper to put 
up the King or Queen at ſecond Hand; you 
are likewiſe to obſerve, in caſe you ſhould 
have the Knave or Ten of any Suit, with 
a ſmall Card of the ſame Suit, it is gene- 
rally bad Play to put up either of them at 
ſecond Hand, becauſe it is five to two that 
the third Hand has either Ace, King, or 
Queen of the Suit led; it therefore follows, 
that as the Odds againſt you is five to two, 
and tho* you ſhould ſucceed ſometimes by 
his Method of Play, yet in the main you 
muſt be a Loſer, becauſe it demonſtrates to 
your Adverſaries that you are weak in that 
Suit, and conſequently they fineſs upon your 
Partner througout that whole Suit. 
©, EE 
Suppoſe you have Ace, King, and three 
ſmall Cards of a Suit, your right-hand Ad- 
verſary leads that Suit; upon which you 
play your Ace, and your Partner plays the 
Knave. In caſe you are ftrong in Trumps, 
you are to return a ſmall one in that Suit, 
in order to let your Partner trump it: And} 
this Confequence attends ſuch Play, viz. 
you keep the Command of that Suit in your 
own Hand, and at the ſame Time, it gives 
your Partner an Intimation that you are 
trong in Trumps ; and therefore, he wy 
„ Play 
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play his Game accordingly, either in at- 
tempting to eſtabliſh a Saw, or by trump- 


Deen | 
put ing out to you, if he has either Strength in 
you Trumps, or the Command of the other Suits. 

oud A 

with Suppoſe A and B*s Game is ſcored 6, the 

ene- Adverſaries C and D is ſcored 7, and that 
m at 9 Cards are played out, of which A and B , ., 
that have won 7 Tricks, and fuppoſe no Ho- / 

7, or nours are reckoned in that Deal; in this 
ows, Caſe A and B have won the odd Trick, 
two, which puts their Game upon an Equality; 

s by and ſuppoſe A to have the Lead, and that 
you A has two of the ſmalleſt Trumps remain- 
es to ing, with two winning Cards of othey,_ 
that Suits ; and ſuppoſe C and D have the wo 
your beſt Trumps between them, with two other 

winning Cards in their Hands, Query, How 
are you to play this Game? It is 11 to 3 | 
three ¶ that C has not the 2 Trumps; and, likewiſe, {| 

Ad- Ii to 3 that D has them not: The Odds | 
h you] being ſo much in A's Favour to win the | 
's the whole Stake, it is his Intereſt to play a | 
mps, Trump; for ſuppoſe the Stake to be 70/. 
Suit, depending, A wins the whole Stake, if he g 

l 


And j ſucceeds by this Method of play; but ſhould 

viz, ¶ he play the cloſe Game, by forcing Cor D 
1 your to trump firſt, he having won the odd Trick 
gives already, and being ſure of winning two 
ou are more in his own Hand, by this Method his 
e may Game will be ſcored 9 to 7, which is a- 


play 


bout 
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bout 3 to 2, and therefore, 4's Share of 
the 507. will amount only to 427. and, by 
this Method, 4 only fecures 71, Profit; 
but in the other Cafe, upon ſuppoſition 
that A and Þ have 11 to 3 of the Stake de- 
pending, as aforeſaid, by playing his Trump, 
he is intitled to 557, out of the 70l. depend- 
ing. 

She foregoing Caſe being duly attended 
to, may be applied to the like Purpoſe, 1 in 
other Parts of the Game. 


Hb eb ooh hb bd ts Nelke ee Hts 
II. 


Same DIRECT 10Ns bow e play when an 
tl Ace, King, or Queen, are turned up 
WING on your Right- Hand, &c. 
. 1 e- r the Ace is turned up on 
ti your Right-hand, and that you have the 
Len and Nine of Trumps only, with Ace, 
King and Queen of another Suit, and eight | 
Cards of no Value, Query, How muſt this 
Game be played? Begin with the Ace of | 
| the Suit of which you have Ace, King, and 
Al Queen, which is an Information to your | 
6 Partner that you have the Command of that 
Suit; then play your Ten of Trumps, be- 
caule it is five to two that your Partner has 
King. Queen, or Knave of Trumps; and 
WAR tho? it is about ſeven to two that your Part- 
4 ner has not two Honours, yet, ſhould he 
chance : 
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i WE chance to have them, and they prove to be 
the King and Knave, in that Caſe as your 
Partner will paſs your Ten of Trumps, and 


Nas it eis 13 to 12 againſt the laſt Player for 


holding the Queen of Trumps, upon ſup- 


poſition your Partner has it not, in that 


= Caſe, when your Partner has the Lead, he 
plays to your ſtron/7 Suit, and upon your 


© having the Lead, you are to play the Nine 
| of Trumps, which puts it in your Partner's 


= Power to be almoſt certain of winning the 


Queen, if he lies behind it. 

= The foregoing Cale ſhews, that turning 
up of an Ace againſt you, may be made 
leis beneficial to your Adverfartes, FRO 
you play by this 8 


tk the King or Queen are turned up 
on your Right: hand, the like Method of 


Play may be made ufe of; but you are al- 

ways to diſtinguiſh the Difference of your 

Partner's Capacity, becauſe a good Player 

vill make a proper Uſe of fuch Play, but 
a bad one ſeldom, if 85 

- I 


Suppoſe the Adverſary on your Right= 


| hand leads the King of Trumps, and that 
you ſhould have the Ace and four ſmall 
| Trumps, with a good Suit; in this Caſe 
it is your Intereſt to paſs the King; and 
tho' he ihould have King, Queen, and 
Knave 


* 
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Knave of Trumps, with one more, if he is 
a moderare Player, he will play the ſmall 
one, imagining that his Partner hasthe Ace; 
when he plays .the ſmall one, you are to 
paſs it, becauſe it is an equal Wager that 
your Partner has a better Trump than the 
laſt Player; if ſo, and that he happens to 
be a tolerable Player, he will judge you | 
havea good Reaſon for this Method of Play, 
and conſequently, if he hasa third Trump 


remaining, he will play it, if not, he wil! 
Play his beſt Suit, = = 
A Critical Cask to win an odd Trick. 1 
Suppoſe 4 and B Partners againſt C and 

D, and ſuppoſe the Game to be Nine all, V 
and ſuppoſe all the Trumps are played out, k 


A being the laſt Player, has the Ace and four a 
other ſmall Cards of a Suit in his Hand, and F 
one thirteenth Card remaining; B has only be 
two ſmall Cards of A's Suit; C has Queen g. 
and two other ſmall Cards of that Suit; D jn 
has King, Knave, and 1 ſmall Card of the ſh 
ſame Suit. A and B have won 3 Tricks, C T 
and D have won 4 Tricks; it therefore fol- hc 
lows, that A 1s to win 4 Tricks out of the th 
ſix Cards in his Hand, in order to win the 
Game. C leads this Suit, and D puts up 
the King; A gives him that Trick, D re- 
turns that Suit, A paſſes it, and C puts up 
- 1 his 
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his Queen: Thus Cand D have won fix 
Tricks, and C imagining the Ace of that 
Suit to be in his Partner's Hand, returns it, 
by which means A wins the 4 laſt Tricks, 
and conſequently the Game. 

| V. 

Suppoſe you ſhould have the King and 
five ſmall Trumps, and that your Right- 
hand Adverſary plays the Queen; in that 
Caſe do not put on your King, becauſe it 
is an equal Wager that your Partner has 
the Ace; and ſuppoſe your Adverſary 


ſnou' d have Queen, Knave, Ten, and one 


Z ſmall Trump, it is alſo an equal Wager 
that the Ace lies ſingle, either in your Ad- 
verſaries Hand or Partner's; in either of 
which Caſes it is bad Play to put on your 
= King; but if the Queen of Trumps is led, 
and that you ſhould happen to have the 
King. with two or three Trumps, it is the 

= beſt Play to put on the King, becauſe it is 
good Play to lead from the Queen and one 

| ſmall Trump only; and in that Caſe, 


ſhou'd your Partner have the Knave of : 


| Trumps, and your Left-hand Adverſary 
hold the Ace, your neglecting to put on 
the King is the Loſs of a Trick. 
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FCC 
De Ten or Nine being turn'd up on your * 
Rig bi- hand, &e. - 
CUPPOSE the Ten is turned up on . 
your Right-hand, and that you ſhou'd Wl 
have King, Knave, Nine, and two ſmall 


22 
1 


Trumps, with eight other Cards of no Va- | 


lue, and that it is proper for you to lead 
Trumps; in that Cafe, begin with the bre® 
Knave, in order to prevent the Ten from Pes 


. 
3 
BY C C 
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making of a Trick; and tho' it is about 5 


five to four that your Partner hold an Ho- IR! 
nour, yet if that ſhould fail, by fineffing your Þ'*" 
Nine on the Return of Trumps from your ma 
Partner, you have _ Ten in your Power, * 
The Nine being turned up on your 

Right.hand, and that you ſhould have ÞM* 
K nave, Ten, Eight, and two ſmall Trumps, 
by leading the Knave it anſwers the hke 
Purpoſe of the former Cale. 

__: 

Jou are to make a wide Difference be- 
tween a Lead of Choice, anda forced Lead 
of your Partner's; becauſe in the firſt Caſe 
he is ſuppoſed to lead from his beſt Suit, 
and finding you deficient in that Suit, and 
nat being ſtrong enough in Trumps, and 

: not 
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Not daring to force you, he then plays his 
ext beſt Suit, by which Alteration of Play 
Ir is next to a Demonſtration that he is weak. 
In Trumps ; but ſhould he perſevere, by 
; Wins of his firſt Lead if he is a good 
Player, you are to judge him ſtrong in 
Wrrutnps. and it is a Direction for you to 
play your Game 7 
f IV. 
There is nothing more pernicious at the 
Pame of Whiſt, than to change Suits often, 
cauſe ! in every new Suit you run the Rik 
df giving your Ad verſary the Tenace; and 
7 ; erefore, though you lead from a Suit of 
ich you have the Queen, Ten, and three 
3 mall ones, and your Partner puts up the 
Nine only, in that Caſe, if you, ſhould 
happen to be weak in Trumps, and that 
you have no tolerable Suit to lead from, 
Bt is your beſt Play to purſue the Lead of 
that Suit, by playing your Queen, which 
weaves it in your Partner's Option whether 
pe will trump it or not, in caſe he has no 
more of that Suit; but in your ſecond Lead, 


yy 
. 1 


. 


8 
82 2 

pe, . 
7 3 7 


Jneen or Knave of any other Suit, with 
dne Card only of the ſame Suit, it would 
de better Play to lead from your Queen 
br Knave of either of theſe Suits, it being 5 
5 2 that your Parner has one Honour at 
eaſt in etther of thoſe Suits. 


caſe you ſhould happen to have the 
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* 4 

If you have Ace, King, and one ſmall 
Card of any Suit, with four Trumps ; i 
your right-hand Adverſary leads that Suit 
paſs it, becauſe it is an equal Wager thai 
your Partner has a better Card in that Sui 
han the third Hand; if ſo, you gain 2 


Trick by it; if otherwiſe, as you hare... 
four Trumps, you need not fear to loſe by 
It, becauſe when Trumps are played, you F 


may be ſuppoſed to have the long Trump, Wr 
N 

CHAP. XML. ar 

A CAUTION ot to part with the Com-Myc 
mand of your Adverſaries greatSuit, & 


hc 
I, I 
I N Caſe you are weak in Trumps, and . 


that it does not appear that your Partner 
IS very ſtrong in them, be very cautious} 
how you part with the Command of your 7! 
Adverſary's great Suit: For ſuppoſe your 

Adverſary plays a Suit of which you have 
King, Queen, and one ſmall Card only, pe 
the Adverſary leads the Ace, and, upon .. 
playing the ſame Suit, you play your p 
Queen, which makes it almoſt certain to 2s 
your Partner that you have the King; and p. 
ſuppoſe your Partner refuſes to that Suit, th 


do not play the King, becauſe if the Leas. g 
ca” 
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of that Suit, or his Partner have the 
Wong Trump, you riſk the loſing of three 
9 ricks to get one. y 


WF Suppoſe your Partner has ten Cards re- 
I 3 in his Hand, and that it appears 
o you, that they conſiſt of Trumps and 
one Suit only; and ſuppoſe you ſhould 
) 3 ave King, Ten, and one ſmall Card of 
his ſtrong Suit, with Queen and two ſmall 
J Ir rumps; in this Caſe, you are to judge he 
J has five Cards of each Suit, and therefore 
you ought to play out the King of his 
Witrong Suit; and if you win that Trick, 
1. ; your next beſt Play is, to throw out the 
„Queen of Trumps ; if that likewiſe comes 
home, proceed to play Trumps : This Me- 
thod of Play may be made uſe of at any 


0 Score of the Game, except at 4 and 9. 4 
8 The TRUMP turned © to be remembered. % 
. lt is ſo neceſſary that the Trump turned | 
„ap ſhould be known and remembered, A 
ö both by the Dealer and his Partner, that i 
rwe think it proper to obſerve, That the 1 
Dealer ſhould always ſo place that Card, 1 
as to be certain of having recourſe to it: 1 
For, fuppoſe it to be only a 5, and that ol 


the Dealer has two more, v22z. the 6 and 
19. if his Partner trumps out with Ace and 


King, 
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King, he ought to play his 6 and g; i 


caule, let us ſuppoſe your Partner to hav 
Ace, King, and four ſmall Trumps, i 
this Caſe, by your Partner's knowing yo 

have the g remaining, you may win mi 


ny Tricks, 


IV. 


Your right-hand Adverfary leads a Sui 
of which you have the Ten and two ſmall 
ones; the third Hand puts up the Knaveſ 
your Partner wins it with the King When 
your right hand leads that Suit again, and 
plays a fmall one, do you put on your Tei 
becauſe it may ſave your Partner's Act 3 
uponSuppoſition that your right-hand Ai 
verſary led from the Queen; you will (el 
| dom fail of Succeſs by this Method of Pl 


V. 
' Suppoſe you have the beſt Trump, and 


that the Adverſary A has one Trump on! 
remaining, and that it appears to you tia 
vour Adverſary R has a great Suit; in thu 


Cale, though you permit A to make tis 
Trump, yet by keeping the Trump in your 
Hand, you prevent the Adverſary B from 
making, his great Suit; whereas, if you 
had taken out 4s Trump, it had mad 


only one Trick difference, but by this Me: 


thed you probably fave three or four 
T LICKS, | | 


Thi 
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The following Cas E happens frequently. 


That you have two Trumps remaining 


when your Adverſaries have only one, and 


WJ it appears to you that your Partner has one 
5 great Suit, in this Caſe always play a Trump, 


1 . tho' you Ine the worſt, becauſe by re- 
moving the Trump out of your Adverlſa- 


Bs ry's Hands, there can be no Obſtruction 
to your Partner's great Suit. 


VII. 
Suppoſe you ſhould have three Trumps 
when no body elſe have any, and that you 


Fj 4 ſhould bave only four Cards of any certain 


Suit remaining; in this Caſe play a Trump, 


5.8 wiich ſhews your Partner that you have all 


ht 


the Trumps, and alſo gives you a fair 
Chance for one of your Adverſaries to 
throw away one Card of the aforeſaid Suit; 
by which means, ſuppoſing that Suit to have 
been once led, and one thrown away, 


makes Five, and four remaining in your 


| Hand makes Nine, there being only four 


remaining between three I Tands, and your 


| Partner having an equal Wager to hold a 
better Card in that Suit than the laſt Play- 
er, it therefore follows that you have an 


equal Chance to make three Tricks in that 
Suit, which probably could not have been 


| done but by this Method of Play. 


Suppoſe 
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Suppoſe you have five Trumps, and ſi 
ſmall Cards of any Suit, and you are to 
lead; the beſt Play is to lead from the Suit 
of which you have fix, becauſe, as you at 
deficient in two Suits, your Adverſaric 
will probably trump out, which is playing 
your own Game for you; whereas, had 
you begun with playing Trumps, they, 
would force you, and conſequently deſtroy 8 


your Game. . 
coo dk ecke deck eke ot obhokck BY | 
CHA P. XIV. . 

f 


Some Purchaſers of the TREATISE in 
Manuſcript, diſpoſed of the laſt Win. p 
ter, having arfired a further Explana- ; 
tion concerning the playing of Se. 

quences, they are explained in the fol. 
lowing Manner. : 
N. 


1 Trumps you are to play the higheſt 
of your Sequences, unleſs you ſhou'd 
have Ace, King, and Queen; in that Cale 
play the loweſt, in order to let your Part- 
ner into the State of your Game. 


1 II. f 
In Suits which ate not Trumps, if you n 
have a Sequence of King, Queen, and he 


Knave, and two ſmall ones; whether you {Wo 
- are 
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Play to begin with the Knave, becauſe, by 


make room for the whole Suit, 
III. 
= And in caſe you are ſtrong in Trumps, 
8 ſuppoſing you ſhould have a Sequence of 
Queen, Knave, Ten, and two ſmall Cards 


„of any Suit; in that Caſe, you ought to 


= play the higheſt of your Sequence, be- 
& cauſe, if either of the Adverſaries ſhould 
trump that Suit in the ſecond Round, by 
being ſtrong in Trumps, you fetch out 
their Trumps, and conſequently make the 
"| Remainder of that Suit. 


mould bappen to have a Sequence by 

„ Knave, Ten, Nine, and two ſmall Cards 

VC WM of any Suit. 
1 


Knave, and one ſmall Card of any Suit, 


eſt whether you are ſtrong in Trumps, or o- 
u'd {Mitherwiſe, play your King; and do the like 
ale Aby any inferior Sequences, if you have on- 
art- y four in Number. 


V. - 
But if you ſhould happen to be weak 
pn Irumps, you muſt always begin with 
the loweſt of the Sequence, in caſe you 
mould have five in Number; for ſuppoſe 
D = your 


y OU 
and 


are ſtrong in Trumps or not, it is the beſt 


getting the Ace out of any Hand, you 


The like Method may be taken, if you 


If you have a Sequence of a King, Queen, 


— — 


Px. hd wh 


N 
3 


e e 
„3 0 Re. 


by — 8 


— 


— ———— —— 


— Rs 
— — ¶wmüuwn — 


50 A ſhort TREATISE on 


your Partner to have the Ace of that Suit, 
he then makes it; and where lies the Diffe- 
rence whether you or your Partner win a 
Trick? For if you had the Ace and four 
ſmall Cards of any Suit, and are weak in 
Trumpe, and led from that Suit, if you play 
well, you ought to play the Ace; if you are 
very ſtrong in Trumps, you may play your 


Game as backward as you pleaſe ; but if 
you are weak in Trumps, you mult play 


the reverſe. 
VI. 


Let us explain what is meant by being 


ſtrong or weak in Trumps. : 
If you have Ace, King, and three ſmall 
Trumps. 
King, Queen, and three fmall Trumps. 
Queen, Knave, and three ſmall] Trumps, 
Queen, Ten, and three ſmall Trumps. 


Knave, Ten, and three ſmall Trumps. 


Queen, and four ſmall Trumps, 
| Knave, and four ſmall! Trumps. 


In any of the aforeſaid Caſes, you may 
| be underſtood to be very ſtrong in Trumps, 
and therefore you may play by the forego 


ing Rules, being morally aſſured of having 


the Command in Trumps, 

If you have two or three ſmall Trumps 
only; we underſtand you to be weak in 
them, —_ 

VII 
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„ VII. 
What Strength in Trumps intitles you to 
force your Partner at any Point of the Game? 
Ace, and three ſmall Trumps. 
King, and three ſmall] Trumps. 
Queen, and three ſmall Trumps. 
Knave, and three ſmall Trumps. 
VIII. 
If, by Accident, either you or the Ad- 
verſaries have foxced your Partner, (tho' 


you are weak in Trumps) if he has had the 


Lead, and does not chuſe to trump out, 
force him on as often as the lead comes in- 
ro your Hand, unleſs you have good Suits 


of your own to play. 


IX. 
If you ſhould happen to have only two 


or three ſmall Trumps, and that your right- 


hand Adverſary leads a Suit of which you 
have none, trump 1t, which 1s an informa- 
tion to your Partner that you are weak in 


Trum ps. 
X. 


Suppoſe you have Ace, Knave, and one 


ſmall Trump, and that your Partner trumps 
to you, ſuppoſe from the King and three 
{mall Trumps, Query, Whether it is the 
beſt Play to put on the Ace or Knave? And 
ſuppoſe your right-hand Adverſary has 
three 5 and that yorr left hand Ad- 
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verſary has the like Number; in this Caſe, 


by fineſſing of your Knave, and playing 


your Ace, if the Queen is on your right- 


hand, you win a Trick by it; but if the 


Queen is on your left-hand, and you ſhou'd i 


play the Ace, and then return the Knave, 


admitting your left-hand Adverſary put on 
the Queen, which he ought to do, it is 


above 2 to 1 that one of the Adverſaries 


have the Ten, and conſequently you gain 


no Trick by playing thus. 


XI. 


If your Partner has led from the Ace of - 


Trumps, and ſuppoſe you ſhou'd have 
King, Knave, and one ſmall Trump, by 


putting on your Knave, and returning the 
King, it anſwers exactly the like Purpoſe of 


the former Rule. 


In other Suits you may practice the like 


5 
If you are ſtrong in Trumps, and that 
vou have King, Queen, and two or three 
ſmall Cards in any other Suit, you may lead 


Method. 


a ſmall one, 1t being 5 to 4 that your Part- 


ner has an Honour in that Suit; but, if you 
are weak in Trumps, you ought to begin 


with the King. 


XIII. 
If your right-hand Adverſary leads a 
Sint of which you have King, Queen, and 


N 
98 * 
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two or three ſmall Cards of the ſame Suit, 
you being ſtrong in Trumps, may paſs it, 
becauſe it is an equal Wager that your Part- 
ner has a better Card in that Suit than the 
third Hand; if not, by your Strength of 
Trumps, you need not fear making that 
Suit. ; 

AV. = 

If your right-hand Adverſary leads a 
Suit, of which you have King, Queen, and 
one ſmall Card, whether in Trumps or not, 


put on the Queen: Alfo, if you have Queen, 


Knave, and one ſmall Card, put on the 
Knave and if you have Knave, Ten, and 
one ſmall Card, put on the Ten; by putting 
up the ſecond beſt, as aforeſaid, your Part- 


ner has an Expectation of your having a 


better Card or Cards, in the ſame Suit; 
and, by recourſe to the Calculations annex- 
ed to this Treatiſe, he may be able to judge 
what are the odds for and againſt him. 
| RT... 
If you ſhou'd have Ace, King, and two. 


ſmall Cards in any Suit, being ſtrong in 


Trumps ; if your right-hand Adverſary 


| leads that Suit, you may pals it, becauſe it 


is an equal Wager that your Partner has a 
better Card in that Suit than the third 
Hand; if ſo, you gain a Trick by it; if 
otherwiſe, you need not fear to make your 
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Ace and King, by your Strength in 
Trumps, . 8 
. 

If you ſhould have the Ace, Nine, Eight, 
and one ſmall Trump, and that your Part- 


ner leads the Ten; in that Caſe paſs it, 
_ becauſe unleſs the three Honours lie behind 
you, you are ſure of making two Tricks; 
do the like, if you ſhould have the King, 


Nine, Eight, and one ſmall Trump; or the 


Queen, Nine, Eight, and one ſmall Trump. 


Av: 

In order to deceive your Adverſaries, if 
your right-hand Adverſary leads from a 
Suit, of which you have Ace, King, and 
Queen, or Ace, King, and Knave, put on 
the Ace ; becauſe that encourages the Ad- 
verſaries to play that Suit again : And tho? 


you deceive your Partner by this Method 


of Play, you alſo deceive your Adverſaries, 
which is of greater Conſequence in this Caſe; 
becauſe, if you had put on the loweſt of 
the Tierce- major, or the Knave in the other 
Suit, your rg hard Adverſary had made 
a Diſcovery that the Strength of that Suit 
was againſt him, and conſequently would 
have changed Suits. 
XVIII. 

Suppoſe you have Ace, Ten, and one 

ſmall Card, in any Suit; alſo the Ace, 


Nine, and one ſmall Card of any Suit, Query, 
Which 


ads from the King, or Qu 
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Which of theſe Suits ought you to lead 
from? Anſwer, from the Suit of which you 
have the Ace, Nine and one ſmall Card; 


for this Reaſon, it being an equal Wager 
that your Partner has a better Card in that 


f Suit, than the laſt Player; if not, let us then 
ſuppoſe that your right-Hand Adverſary 


ueen of the Suit, 
of which you have the Ace, Ten, and one 


I mall Card; in that Caſe, it is an equal Wa- 
ger that your Partner has a Better Card in 
that Suit, than the third Hand; if that hap- 


pens to-be the Caſe, upon the Return of the 


Suit, you lie Tenace, and conſequently ſtand. 
a fair Chance for three Tricks in that Suit. 


XIX. 
A CAszE to demonſtrate the Tenace. 
Let us ſuppole 4 and B to play at Two- 


handed Whilt, and let us ſuppoſe A to have 
the Ace, Queen, Ten, Eight, Six, and Four 


of Clubs, which in caſe B always leads, are 


ſix ſure Tricks. Let us ſuppoſe he has the 
ſame Hand in Spades, which, in caſe B 
always leads, are ſix more ſure Tricks. We 
| ſuppoſe B has the Remainder of theſe two 


Suits. . 
Let us ſuppoſe B to have the ſame Hand 


in Hearts and Diamonds, as Ahas in Spades 


and Clubs, and that 4 has the Remainder 


of the Hearts and Diamonds, which, in caſe 
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A always leads, are twelve ſure Tricks alſo 8 
to . EY 
The foregoing Caſe fie that both 
Hands are exactly equal; and therefore let 
one of them name his Trumps, and lead, he 
wins thirteen Tricks only. z 
But if one names the Trumps, and the 
other leads, he that names the Trumps 
ought to win fourteen Tricks, = 
Thoſe who would attain to the playing 
of Whiſt to perfection, muſt not be content 
only with being a Maſter of the Calculations 
contained in this Treatiſe, and alſo an ex- 
act Judge of all the General and Particular 
Caſes in the ſame 3 but be a very punctual 
Obſerver of ſuch Cards as are thrown away, 
both by his Partner and Adverſaries, and 
at what time: Whoever attends cloſely to 


theſe Particulars, is the moſt likely to attain WW þ 
their End, | 5 
coo hebel. Ae de ecke keel bob ed f 
HAF. XV. ir 
Additional Cats. 1 g 

[. be 


WHEN it appears to you that the Ad- Þ © 

verſaries have three or four Trumps ni. 
remaining, and that neither you nor your T. 
Partner have any, never attempt to force 


one Hand to trump, and to let the other 
throw 


Tz Ss — 


—— — — 


throw away a loſing Card, but rather en- 


deavour to find out a Suit in your Partner's 
Hand, in caſe you have no Suit in your 
own, by which means you prevent them 


from making their Trumps ſeparate. 
| IT. 
Suppoſe A and B are Partners againſt C 


and D, and ſuppoſe nine Cards are played 
WY out, and alſo ſuppoſe eight Trumps are 


played out; and further ſuppoſe A to have 


one Trump only, and ſuppoſe his Partner 
H to have the Ace and Queen of Trumps, 
and ſuppoſe the Adverſaries C and D to 
have the King and Knave of Trumps be- 


tween them, A leads his ſmall Trump, C 


plays the Knave of Trumps; Query, Whe- 
ther B is to play his Ace or Queen of 
| trumps upon the Knave ? Anſwer, Bis to 
play his Ace upon the Knave, becauſe D 
having four Cards in his Hand remaining 

and C has only three, confequently, it is 
four to three in B's Favour that the King is 
in D's Hand ; if we reduce the Number "of 
four Cards in a Hand to three, the Odds 
then is 3 to 2; and if we reduce the Num- 
ber of three Cards in a Hand to two, the 
Odds then is 2 to one in favour of B's win- 
ning of a Trick, by putting on his Ace of 
. Trumps : By the like Rule you — play 

all the other Suits, _ 


D 5 III. 
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and let us ſuppoſe you have only three Cards 
remaining, Query, Which of theſe Cards 


the loſing Card, becauſe if you play the 
thirteenth Card firſt, the Adverfaries know- 


better Card in that Suit than the Jaſt Player; ;; 


it is 2 to 1 that your Partner does not hold 
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” 

Let us ſuppoſe you have the thirteenth 

Trump, and alſo the thirteenth Card of any 


Suit in your Hand, and one loſing Card, 
are you to play? Anfwer, You are to play 


ing you to have one Trump remaining, 
will not paſs your loſing Card, and there- 
fore you play 2 to . 4s yourſelf, 5 

Let us ſuppoſe that you have the Ace, 
King, and three ſmall Cards in any Suit, 
which has never been played, and let us 
ſuppoſe that it appears to you that your 
Partner has the laſt Trump remaining, 
Query, How are you to play thele Cards to 
your greateſt Advantage? Anſwer, You are Þ 
to lead a ſmall Card in that Suit, becauſe it? 
is an equal Wager that your Partner has a 


if ſo, ard that there are only three Cards in 
that Suit in any one Hand, it follows that 
you win five Tricks in that Suit ; whereas, 
if you play the Ace and King of that Suit, 


the Queen, and conſequently, by playing 
the Ace and King, it is 2 to 1 that you win 
only two Tricks in that Suit. This Method 
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may be taken in caſe all the Trumps are 
played out, provided you have good Cards 
in other Suits to bring in this Suit, and you 15 
may obſerve that you reduce the Odds of F 
2 to 1 againſt you, to an equal Chance by | 
this Method of Play, and probably gain 
three Tricks by it. 5 


If you chooſe to have Trumps played by 
the Adverſaries, and that your Partner has 
„led a Suit to you, of which you have the 
Ace, Knave, Ten, Nine, and Eight, or the 

King, Knave, Ten, Nine, and Eight, you 

are to play the Eight of either Suit, which 
„probably leads the Advetſary, if he wins that 
t, Card, to play Trumps. | 
r | Suppoſe you ſhould have a Quart-major 
, in any Suit, with one or two more of the 
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to Þ ſame Suit, and that it is neceſſary to let your 


re Partner know that you have the Command 
ie of that Suit, in that Caſe, throw away the 
a Þ Ace of that Suit, upon any Suit of which 
r; you have none in your Hand to clear up 
in his Doubts, becauſe the Odds is in your fa- 
lat vour that neither of the Adverſaries have 
as, more than three in that Suit: The like Me- 
it, thod may be taken if you have a Quart to 
d a King; (the Ace being played out) you 
ng may throw away the King, alſo if you 
vin ſhould have a Quart to a Queen, (the Ace 
od and King being played out) you may throw 
| V 
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away your Queen: All which lets your Part I 


ner into the State of your Game, and you 


may play by the like Rule in all inferior Se- 
quences, having the beſt of them in your 
VII. 


There is ſcarcely any thing more com. 1 
monly practiſed amongſt moderate Players, 


in caſe the King is turned up on their left- 


hand, and that they have the Queen and 


one ſmall Trump only, to play out their 


Queen, in hopes their Partner may win the | 


King if it is put on; not conſidering that it 


is about 2 to 1 that their Partner has not 


the Ace, and admitting he has the Ace, 


they do not conſider that they play two 
Honours againſt one, and conſequently 
weaken their Game, the Neceſſity only oi BW 


playing Trumps ſhould oblige them to play 


thus. 
VIII. 


: A Caſe which frequently happens. I 
A and B are Partners againſt C and D; N. 
all the Trumps are played out except one 


- which C or D has; A has three or four 


winning Cards in his Hand of a Suit already 
played, with an Ace and one ſmall Card of 
another Suit; Query, Whether it is 4's 
beſt Play to throw away one of his winning 


Cards, or the ſmall Card to his Ace-ſuit ? 


Anſwer, It is his beſt Play to throw away 
one 


— —— — — 
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right-hand Adverſary plays to his Ace-ſuit, 
he has it in his Power to paſs it, and conſe- 
gquently his Partner B has an equal Chance 
to have a better Card in that Suit than the 
third Hand; if ſo, and that he has any for- 
cing Card, or one of his Partner's Suit to 
play to him, in order to force out the laſt 
Trump, his Ace remaining in his Hand, 
dbrings in his winning Cards; whereas, if 


1 wy. 
5 2 
3 
5 


ir 4 had thrown away the ſmall Card to his 


ic Ace. ſuit, and that his right-hand Adverſary 
it had led that Suit, he had been obliged to 


ot put on his Ace, and conſequently had loſt 


e, | ſome Tricks by this Method of Play. 

'0 . = 

ly | Suppoſe ten Cards have been played out, 

oi and ſuppoſe it appears very probable that 

ay your left-hand A dverſary has threeT rumps 
remaining, viz. the beſt and two ſmall ones; 
and ſuppoſe you have two Trumps only, 
and that your Partner has no Trump, and 

D; uppoſe your right-hand Adverſary plays a 

ne WW Thirteenth or ſome other winning Card; 


” 
* 
< 
> 


gain a Trick. 


of your Game, let us ſuppoſe you to have 
a Quart-major in Trumps (or any other 
tour beſt Trumps) if you are obliged to 
F trump, 


one of his winning Cards, becauſe if his 
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trump a Card, win it with the Ace of 
_ Trumps, and then play the Knave, or win 
it with the higheſt of any other four beſt | 

Trumps, and then play the loweſt, which! 


clears up your Game to your Partner, and 
by ſuch a Diſcovery it may be the Means of 
winning many Tricks; you may practice 
the like Rule in all other Suits. f 
If your Partner calls at the Point of Eight Þ 
before his time, you are to trump to him, 
whether you are ſtrong in Trumps or Suits, 
or not, becauſe as he calls before he is o- 
bliged to do fo, it is a Declaration of his be- 


XII. | 1 
Suppoſe your right-hand Adverſar y turns: 
up the Queen of Clubs, and ſuppoſe when 
he has the lead, he plays the Knave off? 
Clubs, and ſuppoſe you have the Ace, Ten, 
and one Club more, or the King, Ten, and 
one ſmall Card. Query. When he lead 
his Knave whether you are to win it or not! 
Anſwer, You are not to win it, becauſe it 
is an cqual Wager, when he leads hs 
Knave of Clubs, you not having the ” 
King, that your Partner has it; alſo, it 8 
an equal! Wager when he leads his Knaveſ 
of Clubs, you not having the Ace, that f 
your Partner has it, and conſequently you 
gain a Trick by paſling it; which cannot 


Le done if you either put on your King 0! 


Ace of Clubs, KA 
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Ny A Caſe for a Clan. 
VL et us ſuppoſe A and B Partners againſt 1 
C and D, and let us ſuppoſe C to deal, and 
let us ſuppoſe A to have the King, Knave, 
Nine, and ſeven of Clubs, they being 
S { Trumps; a Quart-major in Diamonds, a 
A Terce- major in Hearts, and the Ace and 

b by of Spades. 

Let us ſuppoſe Bto have nine Diamonds, 
two Spades, and two Hearts. 

5 Alſo let us ſuppoſe D to have the Ace, 
| = Queen, Ten and Eight of Trumps, witk . 
nine Spades, 

5 And let C have five Trumps and Eight 
Hearts. 

HA is to lead a Trump, which D is to win, 
oÞ Y nd D is to play a Spade which his Partner 
(is to trump; C is to lead a Trump, | 
x which his Partner D is to win; then D is 1 
to lead a Spade, which C is to trump ; and 
5 is to play a Trump, which D is to win; ik 
and D having the beſt Trump is to play 
ic; which done, D having ſeven Spades in 
the his Hand wins them, and conſequently | 
Slams 4 and B. 
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CHAP. XVI: 1Þ| 
Gee checke eee. cov bob: obobobotohy 


Additional CasEks at WuisT, never 
publiſhed till 1748. 

JF your Partner leads the King of a Suit, 
and that you have none of that Suit 
paſs it, by throwing away a loſing Card, 
(unleſs your right-hand Adverſary has put 
on the Ace, becauſe, by fo doing you make 
room for his Suit. be, - 
= 


Suppoſe your Partner leads the Queen 
of a Suit, and your right-hand Adverſary 
wins it with the Ace, and returns that Suit, | 
in caſe you have none of it, do not trump 
it, but throw away a loſing Card, which 
makes room for your Partner's Suit. An 
Exception to this Manner of Play is, i 
you play for an odd Trick, and that you 
are very weak inTrumps, you may trump 


| of 

2A III. — 
Suppoſe you have the Ace, King, and 
r ſmall Card of a Suit, and that your left:. 
hand Adverſary leads that Suit; and ſup-|M 
poſe you ſhould have 4 ſmall Trumps, 
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and no Suit of conſequence to lead from; E 
and ſuppoſe your right-hand Adverſary . 
ſhould put up the Nine, Or any , | 

_ Card; 


the Ga f Wuisr. = 


e, in this Caſe, win it with the Ace, and 
return the lead upon the Adverſary, by 
ping the ſmall Card of that Suit; who 
„ will have reaſon to judge that the King 


: ; ut up his Queen if he has it, and therefore 
you have a fair Probability of winning 
a Trick by this Method of Play, and at 
N the fame time letting your Partner into the 
State of your Game. 
If your Partner forces you to trump a 
Card early in the Deal, you are to ſup- 
poſe him ſtrong in Trumps; except at the 


Wrong in Trumps you may play them. 


4 Partner has no Honour, and ſuppoſe 
Hou ſhould have the King, Queen, and 
en; the King, Knave, and Ten; or the 
Queen, Knave, and Ten of Trumps; when 
7 rumps are played always put on the Ten, 
which demonſtrates to your Partner that 
ind {You have 2 Honours remaining, and ſo 
ft. : Plays his Game accordingly. 
17. VI. 
p Suppoſe your right-hand Adverſary calls 
m; Wt the Point of 8, and his Partner has no 
ary onour, and ſuppoſe you ſhould have the 
ver . ing, Nine, and 1 ſmall Trump, or the 
1d; Queen, Nine, and 2 ſmall Trumps, when 
"TO 


3 Wics behind him, and conſequently will not 


: points of 4 or 9, and therefore if you are - 


Suppoſe yeu call at the Point of 8, and 


— 
1 


of 


a 


PK Red 3 


— 
n 
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Trumps are played by your Partner put «ff 
the Nine, becauſe it is about 2 to 1 tha 
the Ten is not behind you, and ſo you pla 
your Nine to an Advantage. 4 
If you ſhould happen to lead a Suit a 
which you have the Ace, King, and 2, oY 
3 more, when you play the Ace, if you 
Partner plays the Ten, or Knave, and 
ſuppoſe you ſhou'd have one ſingle Carl 
in your Hand in any other Suit, and two of 
three ſmall Trumps only, in this Caſe lead 
the ſingle Card in order to eſtabliſh a Saw. 
and this Conſequence attends ſuch Play, 
vz. upon leading that Suit it gives your: 
Partner an equal Chance of having a bet! 
ter Card in it than the laſt Player, wherea| 
had he led that Suit to you, which is prot 
bable had been his ſtrong Suit, the Ad. 
verſary would have made the Diſcoverj 
of your attempting to eſtabliſh a Saw, 
they would trump out, and fo prevent 
your making your ſmall Trumps : By thi 
Methed of Play your Partner wall eaſily} 
judge the Reaſon for your chang ag oi 
Suits ; and ſo play his Game accordir gly. N. 
VIII. —_ 
Suppoſe you have the Ace and Deuce 
of Trumps, and ſtrong in the three other 
Suits, if you are to lead, play your Ace, 
and next your Deuce of Trumps, in order 
N 8 
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t on put the Lead into your Partner's Hands, 
tha take out 2 Trumps for 1; and ſuppoſe 
play e laſt Player wins that Trick, and that 
e leads a Suit of which you have the 
Ice, King, and 2 or 3 more, paſs it, be- 
it fuſe it is an equal Wager that your Part- 


45 


„ a er has a better Card in that Suit than the 
ou bird Hand; if ſo, he will then have an 
and 0 pportunity of taking out two Trumps to 
dard ne; when the Lead comes into your Hand 


0 or gou are to endeavour to force out 1 of the 


1 


lead Trumps remaining, upon Suppoſition 
aw: Trumps are played Qut, and the Odds 
lay, ſtill in your Favour that your Partner 

ou pas 1 of the 2 Trumps remaining. | 
rea 
roi 
err * you have won 6 Tricks, and ſup- 
, pote your Partner leads from that Suit, 
ent nd that there is neither a Trump or thir- 
tha geenth Card in any Hand, in this Caſe, un- 


3 
1 of 


Mk 


ſih eſs your right-hand Adverſary puts on ſo 


2 


; ofBich a Card as obliges you to play your 


* 
Me 


y. ing, do not put it on, becauſe upon the 

Return of that Suit you make your King, 
uct Band conſequently the odd Trick, which 
net Wakes 2 difference, if there happens to be 
ce, Wnly 9 Cards played out in the like Cir- 
der umſtance, you are to play by the like 
1 I . 


him, to five to four only. 
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Rule. This Method is always to be tz ; 


ken unleſs the gaining of 2 Tricks give 


you a Chance either to ſave your Lurch «Ml 


to win or fave the Game. 
* 
Suppoſe A and B Partners againſt C and 


D, and let us ſuppoſe B has the two lf | 


Trumps, alſo the Queen, Knave, and Nine 


of another Suit, and let us ſuppoſe A ha 
neither the Ace, King, or Ten, of that 
Suit, and A is to lead that Suit; Quen, 


What Card is B to play to give him the pe 


faireſt Probability of winning a Trick j 


that Suit? Anſwer, B is to play the Nin 


of that Suit; becauſe it is only five to fou 
aginſt him that his left-hand Adverſan 
holds the Ten, and if he plays either the 


Queen, or Knave, it is. about three to on 


that the Ace, or King, is in his- left-hand 
Adverſary's Hands, and conſequently h 
reduces the Odds of three to one again 


. „ 
Let us vary the foregoing Caſe, and pu 
the King, Knave, and Nine of a Suit ini 


B's Hand, upon Suppoſition that A hu 


neither Ace, Queen, or Ten, when A lead 
that Suit, it is exactly equal whether! 
plays his King, Queen, or Ten. 
XII. | 
Suppoſe you have Ace, King, and thre 
; 0! 


— = —  — — 
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: our ſmall Cards of a Suit not played, and 4 
hat it appears to you that your Partner has [i 
Ihe laſt Trump; in this Caſe, if you are to * 


——— 


? lead, play a ſmall Card in that Suit, it being Fi 
In equal Wager that your Partner has a 1 
na better Card in that Suit than the laſt Player; nr 
af fo, the Probability is in your Favour that 1 
ne ou make 5 or 6 Tricks in that Suit, but 1 
haf you ſhould play out the Ace and King, jt 
haf that Suit, it is 2 to 1 that your Part- 5 
er has not the Queen, and conſequently i 
theft is 2 to 1 that you make only two Tricks i 
n that Suit, by which Method of Play ſi 
ine ou riſk the loſing of 3 or 4 Tricks in that 1 
ou Deal to gain one only. . 
an * i 
ten Suppoſe your Partner leads a Suit of Y 
one rhich he has the Ace, Queen, Knave, and {2 
and{MWnany more, and leads his Ace, and then 1 
be plays his Queen, in caſe you have the King fr. 


int@nd two ſmall Cards in that Suit, win his | 
Nueen, with the King, and ſuppoſe you g 
are ſtrong in Trumps, by clearing the Board : 

pu! Trumps, and having a ſmall Card of #\ 

intoWour Partner's great Suit, you do not ob- 19 


haſWiruct his Suit, and conſequently win ma- if 
Tricks by this Method of Play. 4. 
| 
CHAT. 


A DICTIONARY for Wum | 


early? 


— 
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CHAP. XVII. 


which reſolves almoſt all the Critic 
Caſes that may happen at that Gaui 
by way of Queſtion and Anſwer, | 


H O W to play Trumps to the greg 
eſt Advantage, peruſe the Ir 
tiſe of Whiſt, Chap. I. Caſe 11. and all tif 
— Caſes in that Chapter, alſo Cha 

2. How to play Sequences when Trump! 

Anſwer, you are to begin with the high 
eſt of them, 

3. How to play Sequences when they a 
not Trumps ? 

Anſ. If you have g in Number, you at 
to begin with the loweſt, if 3 or 4 in Nu 
ber, always play the higheſt, 

4. Why do you prefer playing of Seques 
ces rather than other Suits ? 

Anſ. Becauſe they are the ſafeſt Lead , and 
gain the Tenace in other Suits. 

5. When —_ you to make Trick 


Anſ. When you are weak in Trumps. 
6. When ought you not to make Trick 


early? er C 
Anf. When you are ſtrong | in Trumps. Hh + 


! 
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7. When do you play from an Ace-ſuit? 
Anſ. You do ſo when you have 3 in 
umber only in any Suit (Trumps ex- 
Wepted.) ---- * | Bi EY, 
7 g. When don't you play from an Ace 
_ Ha 
by 47 You ought not to lead from an 
W cc-ſuit, having 4 or more in Number in 
Iny other Suit; becauſe the Ace is an Aſ- 
ant to your great Suit, and when 
W'rumps are played out enables you to 
Wake that Suit. 
9. When any Card of Conſequence is 
Wrned up on your right or left-hand, How 
re you to play in that Caſe ? See Chap. X. 
Caſe 1. Chap. XII. Caſe 1. — 
10, Why are you always to play your 
and by your own andAdverſaries Scores? 
Anſ. Chap. I. Caſe 6. See References 
mis Cale. | 
11. How to know when:your Partner 
25 no more of the Suit played ? See Chap, 
V. Caſe 1, 2, 3. 
12. Reaſons for putting on at Second- 
jand the King, Queen, Knave, Ten, and 
hen not? Chap. X. Caſe 1, 2, 3. | 
13. Why are you to play the Queen, 
nave, Ten, of any Suit, when that Suit 
played a ſecond time, having 3 in Num- 
er only? Chap. XIII. Caſe 4. 
14. When ought you to over-trump your 
dverſary, and when not? 1 
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CHAP. XVII. 3 
A DICTIONARY for Wu 
which reſolues almoſt all the Critica 
Caſes that may happen at that Gam 

by way of Queſtion and Anſwer. 5 


1. O W to play Trumps to the grea an 
8 eſt Advantage, peruſe the Tres fi 
tiſe of Whiſt, Chap. I. Caſe 11. and all tie 
1 Caſes in that Chapter, alſo Chap m. 
2. How to play Sequences when Trump 
Anſwer, you are to begin with the highs RX 
eſt of them. 1 4 
3. How to play Sequences when they ar 
not Trumps ? = i 
Anſ. If you have 5 in Number, you ar: 
to begin with the loweſt, if 3 or 4 in Num 
ber, always play the higheſt, | 
4. Why do you prefer playing of Sequen-ſ 
ces rather than other Suits ? ; 
Anſ. Becauſe they are the ſafeſt Lead, and ! 
gain the Tenace in other Suits. nan 
5. When ought you to make Trick Whe 
early? | 
Anſ. When you are weak in Trumps. WW 
6. When ought you not to make Tricks 
early? 5 
Anſ. When you are ſtrong in Trumps. , 


[ 
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7, When do you play from an Ace-ſuit? 
VAnſ. You do ſo when you have 3 in 
Number only in any Suit (Trumps ex- 
cepted.) „ 
8. When don't you play from an Ace 
uit? „ | 


F f , 


Anſ. You ought not to lead from an 
Ace. ſuit, having 4 or more in Number in 
| liſtant to your great Suit, and when 
Trumps are played out enables you to 
9. When any Card of Conſequence is 
turned up on your right or left-hand, How 
rre you to play in that Caſe ? See Chap. X. 
* 10. Why are you always to play your 
Hand by your own andAdverſaries Scores? 
Anſ. Chap. I. Caſe 6. See References 
| 11, How to know when your Partner 
has no more of the Suit played? See Chap, 
IV. Caſe 1, 2, 3. | 
hand the King, Queen, Knave, Ten, and 
when not? Chap, X. Caſe 1, 2, 3. | 
13. Why are you to play the Queen, 
ps played a ſecond time, having 3 in Num- 
ber only? Chap. XIII. Caſe 4. 
„14. When ought you to over-trump your 


any other Suit; becauſe the Ace is an Aſ- 
' N that Suit. 
Caſe 1. Chap. XII. Caſe 1. 
Þn this Caſe. 
12. Reaſons for putting on at Second- 
Knave, Ten, of any Suit, when that Suit 
„Hdverſary, and when not? 


Anſ. 


co you than to deceive your Partner. 


72 A ſhort TREATISE 07 


Anſ. When you are weak in rar, 3 
you ought to over-trump him ; but if 
ſtrong in Trumps, you ought to cho 
1 a loſing Card. 

. Reaſons for not parting with eſs 
ones of your Adverſary's ſtrong Sul 14 
Chap. XIII. Caſe 1. 4 

16. If your Adverſary on your right ban 
leads a Suit of which you have the Ac Jar 
King, and Queen, Why are you to put aſl 1 15 
the Ace preferable to the Queen ? & 

Anſ. Becauſe it deceives the Adverſanlſ 
whichg#n this Caſe, is of more Conte 


i7. To declare your ſtrong Suit, who 
proper to be done, and when not ? f 
Anſ. When you have only one ſtrom 
Suit, and your Trump out to make 4 T7 
Suit, in this Caſe you ought to declare i | 
but if you are ſtrong in all Suits, there 
no Neceſſity ofdeclaring your ſtrongeſt vu g 
18. The Ace turned up on your rien , 
hand, and that you have the Ten and Nin 
only 'of Trumps, Why do you play ial 


Ten? Chap. XI. Cale 1. | 2 
19. Why do you play from a King Siſ Irm 
preferable to a Queen Suit, having the Ber! 
Number of each? lan 
Anſ. Becauſe it is 2 to that the A Play: 


does not lye in your left hand mr on t 
and | 


— — — - — 
— — 
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ie and it is 5 to 4 if you lead from _ bal 
a Queen-iuit, that the Ace or King lyes 4 
in his Hands, and that you loſe your Queen, 

Y 1nd ſo play to a Diſadvantage, 1 
5 20. Why do you play from a Queen= ii 

© ſuit preferable to a Knave-ſuit * ? Anſwer'd 4 

Caſe 19. if 
| 21. When you have the 4 beſt Cards of 10 
Jany Suit, Why do you throw away the | 


Abe ſt? 104 

| 3 5 
Anſ. To let your Partner into the State by. 
ol your Game. ie 
22. Your Partner's ſtrong Suit, How 7 


gare you to make the moſt of it? 

Z Chap, VI. has ſix Examples to demon- 
ſtrate it. 

. j 23. The Queen turn'd up on your right 
Hand, you have the Ace, Ten, and one 4 
| z FT rump, or the King, Ten, and one Trump, += 
4 if the right-hand Adverſary plays the Knave, fl. 
| Query, How are you to play * 7 


Anſ. You are to pals it, by which you bt 
have an equal Wager of gaining a Trick, 11 
and cannot loſe by fo doing. I; 


24. Four Cards are played out, and 

Si [Trumps are gone round twice, your Part- 

ner not appearing to have an higher Trump 
than the 8, yet he has 3 Trumps, when he 

Alays his third Trump, the next Hand puts 

auen the Knave, there being the King only 

a E - = 


— — — yEäy——— — —— 
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in the Adverſary's Hands, vou having 
the Ace and Queen of. T tumps. © MM 

Query, Whether are you to play the Au 
or Queen ? 2 

An/. You are to play the Ace, becauſ * 
it is ꝙ to 8 that the laſt Player has the King 
and it you reduce the Cards to 2 in Num 
ber, it then is 2 to 1 in your favour, by 
playing the Ace, that the King falls; theft 
like Method may be taken in other Suits 
upon the like Occaſions, 15 


E X AMP L. E. 8 
Let us ſuppoſe that you have only 
Cards remaining in your Hands of any Sui 
viz, The Queen and Ten, and let us ſup 
poſe the Knave and Nine of the ſame Si 
are in your Adverſary's Hands, when you 
Partner leads that Suit, your right-hand A&M? 
verſary plays the Nine, and has 1 Card oa 
remaining. 3 
Query, Whether you ought to play you 
Queen or Ten ? 4 
Anſ. You ought to play your Queen 
| becauſe it is 2 to 1 that your left-hand Ad 
verſary has the Knave. And in all Cal” 
of the like Nature you ought to play vn 
this Rule, I 
I would know what is the Odds that ii 
Dealer at Whiſt holds four Trumps on 1 
r Jay 


ip : 


the Game of Warr. 7 * 1 
K Auf, That he holds 4 T'rumps or more 4 
is 232 to 165, or about a Guinea to 148. 4 
5 11d. and almoſt a Farthing. iq 
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45 Explanation for the Uſe of Beginners, = 

| | of ſome of the TE R Ms, or TECHNICAL 
1 : Worps made uſe of in this Treatiſe, 

1 FIN [LN 6. 

N E ANS the endeavouring to gain an 

Advantage by Art and Skill, which 

| re in this; when a Card is led ang vou * 

have beſt and third beſt Card of that Suit. 

you judge it beſt to put your third beſt 4 
5 Card upon that Lead and run the Riſk of 

your Adverſary's having the ſecond beſt of 
4 lit, that if he has it not, which is 2 to x 


Wagainſt him, you are then lure of gaining 
| 1 Trick. 


I 


age 3 - 


* . Is 


— 4 4 
. 2 — — ——Eũ—ĩ—ͤ 2 
PP 


— 
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* _— 4 "> 2 
> 


1 28 LM 4 — 
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* * 22 
* „ * 
. _ 


4 FO N. — 
MNMlieans the obliging your Pa rtner or your 4 
Adverſary to trump a Suit ot? u he has | 
none. The Caſes Sd in this Irea 
Etiſe will ſhew when it is Proper to force Cle — 
ther of them. | N 
. LONG P. 


Means the having one or more Trumps FP 
pF es Hand when all the reſt are out. 4 
Ez - LOOM 
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LOOSE CARD MM, 
Means a Card in a Hand that is of no 

Value, and conſequently the propereft to 

throw away, TY = 

FONTS. = 
Ten of them make a Game, as many à 
xe gained by Tricks or Honours, ſo mam 

Points are {et up to the Score of the Game, | 
In general is a Sequence of any fou 

Cards immediately following one another 

in the fame Suit, Quart-major is therefor 

a Sequence of Ace, King, Queen, and 

Krave, in any Suit. | F 

SSUINT, I 
In general is a Sequence of any fir 

Cards immediately following one anothe: i 

in the ſame Suit, Quint major is therefot 

a Sequence of Ace, King, Queen, Knave, 

and Ten, in any Suit. 

REV ERS E. 
Playing at any time the Reverſe, mea 
only the playing your Hand in a differen 

manner; that is to ſay, if you are ſtrong 8 

Trumps you play one way, but if weak u, 

Trumps you play the Reverſe, viz, anoth88 

SE ES AV. 


Is when each Partner trumps a Suit, . 
ther 
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trump. 
2 SCO R E. | 
5 Score of the Game, is the Number of 
Points ſet up, Ten of which makes 4 


Game. | 
TE NA CA. 

Having the Tenace in any Suit ſuppoſes 
the having the firſt and third beſt Carde, and 
ba the laſt Player, and conſequently you 
catch the Adverſary when that Suit 1s play'd: 
As for inſtance, in caſe you have the Ace 
$ and Queen of any Suit, and that your Ad- 
1 leads that Suit, you muſt win thoſe 
two Tricks; and ſo of any other Tenace in 
| inferior Cards. 
b TER CE. 
In general is a Sequence of any three 


Cards immediately following one another 
| | in the ſame Suit, 


T 
e TERS IS EPAELS 


Terce-major is therefore a Sequence of 


| qe, King, and Queen, in any Suit. 


— — 


| they play thoſe Suits to one another to 55 
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CHAP. XIX. a 


An ARTIFICIAL Miamory, or an % 
Method of aſſiſting tbe Mxmory |: *! 
thoſe that play at the Game of Wu1s7, þ F 

| To which are added, Fa : 
Several Casxs not hitherto publiſbed, | 

P LACE of every Suit in your Hand, F 

1 the worſt of it to the left-hand and! 

the beſt (in Order) to the right, and the? 

Trumps in the like Order, always to the“ 

left of all the other 8 = 

© | © 
If in the Courſe of Play you find you ma 
have the beſt Card remaining of any Sui, Cal 
put the ſame to the = of your Trumps, ſen 

And if you find you have the ſecond bee: 

beſt Card of any Suit to remember, place mac 

it on the right of your Trumps. 11 

: IV. „„ 
And if you have the third beſt Card of 
any Suit to remember, place a ſmall Cardoſ 
that Suit between the Trumps and that 
third beſt, to the right of the Trumps. | 

To remember your Partner's firſt Lead 

Place a ſmall Card of that Suit led in the 


7 


ou 

E 

* * 

1 

* 

a 
« 53 
2 
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—— aan. 
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1 
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* 
* . 


ene 1 on the 3 of it. 
| A V 
When you deal, put the Trump turned 


8 rn 
DOT: . 22 
e r * 8. 22 . * 


— < Wu 
— — 


2 


up to the right of all your Trumps, and 1 
; part with 1t as late as you can, that your 1 
Partner may know you have that Trump 1 
* kft, and ſo play accordingly. | id 
f VII. iN 
\ To 1 where, or in what Suit your Aduer-. 
7 ſaries revoke, Eq 7 
| Suppoſe the two Suits on your right-hand . 
do repreſent your Adverſaries in the Order 1 
they fit, as to your right and left-hand : 4 


80 When you ſuſpect either of them to have 11 

made a Revoke in any Suit, clap a ſmall 1 
Card of that Suit amongſt the Cards repre- 9 
e that Adverſary, by which means i 
you record not only that there may have 


5 been a Revoke, but alſo which of them 1 
made it, and in what Suit. . A 


If the Suit that repreſents the Adverſary _ 
that made the Revoke, happens to be the 1 
Suit he revoked in, change that Suit for 4 
another, and as above, put a ſmall Card | 

of the Suit revoked in, in the middle of ml 
that exchanged Suit, and if you have not 

a Card of that Suit, reverſe a Card of any 

| Suit you have (except Diamonds) and place 


| it there, by: 
VIII. i 


| 


which in your Hand repreſents that Adver. Þ.* 
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VIII. 4 
As you have a way to remember your Ki 
Partner's firſt Lead, you may alſo record in 
what Suit either of your Adverſaries made 
their firft Lead, by putting the Suit in! 
which they made * Lead, in the Place? 


ſary, as either of your right or left-hand, 
and if other Suits were already placed to re.. 
preſent them, then exchange them for the 
Suits in which each of them makes his fir 
Saad. -. 3 2 
The foregoing Method is to be taken 
when you find it more neceſſary to record BY | 
the Adverſary's firſt Lead, than to enden 9 , 


vour to find out a Revoke. 50 
5 CHAP. XX. p 
7 he Laws of the Game at Wa 1sr. the 

. cal 


P. any Perſon plays out of his Turn, t 
is in the Option of either of his Ad. the 
verſaries to call the Card fo played, at any N 

time in that Deal, provided it does not make | onc 
him revoke; or if either of the adverſe £ Sui 
Party is to lead, he may deſire his Partner & 
to name the Suit he chuſes to have him fore 


lead, and when a Suit is then named, the the 


Partner muſt play it if he has it. his, 
* 2, No Revoke to beclaim'd tillthe Trick Per. 
18 turned and quited, or the Party who re: toe 

voked * 9 
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| 4 voked, or his Partner, have played again. 


z * verſe Party may add 3 to his Score, and 
the revoking Party, provided they are up, 
EZ notwithſtanding the Penalty, muſt remain 


at 9: The Revoke takes place of any other 
Score of the Game. 


3 * 
— 


4. If any Perſon calls at any Point of the 


1 Game, except 8, either of the adverſe Par- 
ties may call a new Deal; and they are at 
liberty to conſult each other whether they 
| | will have a new Deal. 
6. After the Trump Card is ſeen, no Bo- 
N ; dy ought to remind his Partner to call. 
„ 6. If the Trump-Card is ſeen, no Ho- 
nours in the preceeding Deal can be ſet 
up, unleſs they were before claimed. 
. 7. If any Perſon ſeparates a Card from 
the reſt, either of the adverſe Parties may 
call it, provided he names it, and proves 
the Separation; but in caſe he calls a wrong 
Card, either of the adverſe Parties may 
once call the higheſt or loweſt Card in any 
= Suit led during that Deal. 
8. Each Perſon ought to lay his Card be- 
fore him; after he has done ſo, if either of 
| the adverſe Parties mix their Card with 
his, his Partner is intituled to demand each 
| Perſon to lay his Card before him; but not 
| to enquire who played any particular Card. 
9. If any Perſon revokes, and before the 


Cards 


If a Revoke happens to be made, the 
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| Cards are turned, diſcovers it, the adverſe Par. 
ty may call either the higheſt or the loweſt 
Card of the Suit led, or have their Option to 
call the Card then played at any other time, 
when it does not cauſe a Revoke. 
e 10. If a Card in dealing is turned up, it 
is in the Option of the adverſe Party to call 
| a new Deal, unleſs they or either of them, 
have been the Cauſe of turning up ſuch Card, 
in which Caſe the Dealer has the Option. 
11. If the Ace or any other Card of any 
Suit is led, and it ſhould ſo happen that the 
laſt Player plays out of his Turn, whether 
his Partner has any of the Suit led or not 
(provided you do not make him revoke) he 
15 neither intituled to trump it, nor to win 
that Trick. | 2 
, 12, If a Card is faced in the Pack, they 
muſt deal again, except is 1s. the laſt Card, 
13. None of the Players are to take up, 
or look at their Cards, while any Perſon 
is dealing, and if the Dealer ſhould happen, 
to miſs Deal, in that Caſe he ſhall deal again, 
and if a Card is turned up in dealing, no 
new Deal is to be called. 
214. When a Card is led, if one of the 
Adverſaries plays out of his Turn, his Part- 
nner is not to win the Trick, if he can avoid 
it without revoking. | 
4 15 Every Perſon ought to ſce that he 


has 13 Cards dealt him; therefore, if an) 
one 


the Game of WIS r. 83 
one ſhould happen to have only 12 Cards, "5 
and dees not find it out till ſeveral Tricks on 
are played, and that the reſt of the Players 
have their right Numbers, the Deal ſtands 
| ed and allo the Perſon who plays with 
12 Cards, i is to be puniſhed with each Revoke 
in caſe he has made any; but if any of the 
| reſt of the Players ſhould happen to have 16 
14 Cards, in that Caſe the Deal is void. 1 


- 
«oe. 1 
— * . DEI 
_— r 
1 2 


1 


. TS If any Perſon throws his Cards upon 94 
5 the Table, with their Faces upwards, upon 94 


Suppoſition that he has loſt the Game, if 
his Partner does not give up the Game, the 
Adverſaries have it in their power to call any 
„ * thoſe Cards, when they think proper, pro- 1 
N 5 | vided they do not make the Party revoke. 9 
L #17 4 and B are Partners againſt C and 4 
5. A leads a Club, his Partner B plays 20 
Y before the Adverſary C; in this Caſe D has 9 
1 = aright to play before his Partner C, becauſe 5 


| 1 h played out of his Turn, | 1 
* 1 18. It any Perſon is ſure of winning 4 
1 Le Trick in his Hand, he may ſhew his 164 


Cards upon the Table, but ſhould it fo hap- Fi 
pen that he has any loſing Card in his Hand. 
bei is then liable to have all his Cards called: 

19. No Perſon ought to aſk his Part- 


ner whether he had played an Honour, 
| while the Cards are playing. 


ne © 20. Land Bare Partners againſt Cand D. 
* 7 leads a Club, C plays a — B plays the 
ne King 


84 A ſhort TREATISE ou [* 
King of Clubs, and Dplaysa Club, Cdiſcy. | * 
vers he has revokedbefore the Trickis turn'd, 

Query, What is the Penalty? | 
B may take up his Card again, and fg 
may D, and either A or B have it in their þÞ 
Option to oblige C to play the higheſt or 
loweſt Card of the Suit led. | 

„ 21. If any Perſon calls at the Point  þ 
8, and his Partner anſwers, and both the] 
oppoſite Parties have thrown up their Þ 
Cards, and it appears that the other Side 
had not two by Honours, in this Caſe, they Þ 
may conſult with one another about it, and? 
are at Liberty to ſtand the Deal or not, | 
22. And if any body anſwers, when he 
has not an Honour, the adverſe Party ma 
conſult with one another about it, and at- 
at liberty to ſtand the Deal or not. B 
23. No Perſon may take new Cards ni 
the Middle of a Game, without the Conſen 1 
of all Parties. $ 
. 24. The Dealer ought to leave to vir. 
upon the Table his trump Card, till it i ___ 
his Turn to play, and after he has mixed i] ; 
with his other Cards, nobody is entitled ti 
demand what Card is turned up, but myſt © 
ask what is Trumps 3 this Conſequence at 

tends ſuch a Law, that the Dealer canndt Print, 
name a wrong Card, which he other wie 74 
might have done. L 

End of .zbe GAME of W HIST, 
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Games that are commonly played; 


either by calliug a King, or by playing 
Sans Prendre, 
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To which are added, 


| The LAWS of the GAME. 
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= A Treatiſe on the G A M E of 
0 QUADRILLE. 


 DECAUSE a Learner may be at a — 
D loſs to know the Rank or Order of | 
the Cards, when Trumps or not, the two 0 
following Tables ſhews them. * 


Je Rank or Order of the Cards when net 1 
. Trumps. 1 
Clubs and Spades. tlearts and Diamonds. 


z Seven, Ace, 

Six, Duce, 

Fire, Three, 8 
Four, Four, 


* 2 

. 1 7 
9 4 SS mo — — 
— 


In ali 10. 


— - — . 
„ 


« = Cu omg. S972 r 


. n — — 
= Xr oo 0 WAS eerrad 


wo 4X ſhort 7. reatiſe on the 


The Rani or Order of the Cards 8 
Trumps. 

Clubs and Spades. Hearts and — I 

Spadille, the Ace of | Spadille, ihe Ace f 

Spades, | Spades, 5 

Manille, he Duce | Manille, tbe Seven! 

of Spades or of | of Hearts or f 


| 

Clubs, Diamonds, . 
Baſto, the Ace of | Baſto, the Ace of Þ* 
Clubs. Clubs, 2 

| Punto, the Ace f Þ. 

Hearts or of Dia. 

| | monds. $ 
King, King, = 
Queen, Queen, * 

Knave, Knave, 1 

Se ven, Duce, | 

Six, Three, z 
Five, Four, . 
Four, Five, * 
Three, SIX, K 
— . — 8e 
0 all 11, In all 12, 8. 
You may obſerve by the foregoing Ti 4 
bles, that Spadille and Baſto are alway 7. 
Trumps, therefore the ted Suits have ox __ 


Trump more than the Black. ; 
There are three Matadores, viz. Sp 
dille, Manille, and Baſto. E 


1 hereto 
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Therefore, if an ordinary Trump is led, 


L you are not obliged to play a Matadore 
| upon it; but if Spadille is led, and you 
> ſhould Manille or Baſto unguarded, you 
muſt play it; alſo if Manille is led, and 


you ſhould have Baſto 


h t | be played, 
; k 5 The Order of the falſe Matadores. 


Clubs and Spades. 


unguarded, it muſt 


Hearts and Diamonds. 


f 5 Manille, % Duce | Manille, the Sever 


Spades. 


E- Baſto, the Ace of 


Clubs, 


E King, 
Queen, 
, Knave, 
Seven, 
Six 
Five, 
Four, 
vag Three, 
ONE om 


— 


SP 


of Clubs or of | 


| 


In all 10, 


of Hearts or of 
Diamonds. 


Baſto, e Ace of 


Clubs, 
Punto, the Ace of 
Hearts or Dia- 


In all 11. 


I You ſee by the foregoing Table the Or- 
fol f der or Rank of the falſe Matadores, 


We 


+ + N 9 pd S 
* N 6.4 | „ 8 * 
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b We generally call them falſe Matadores, © 
if we begin at Baſto and ſo proceed by Þ 
1 Sequences to any Number. |] 
c ED bot fk fo onto lo fool ob ho och ok Ha, Þ 
i II. „ 
| HEE firſt thing to be done, after you Þ . 
j have ſeen your Cards, is to aſk 
4 Leave to paſs, or play, /ans prendre; and 
1 if you name a wrong Trump, you mut 
abide by it. I | 
If all che Players paſs, he who has Spi- 
dille is obliged to play, but if he does nu 
make three Tricks, he is not beaſted. 
BL. 3 
The Player ought to have a fair Prob- 
1 bility of winning three Tricks when he o 
[1 calls a King to prevent his being beaſted. 
| 5 1 | it 
Therefore we will ſet down ſuch Games ; 
|. only, as give a fair Chance to win the he 
Game by calling a King, with Directioß ] I 


at the End of each Caſe what Trump you 
are to lead. C * 


Calculation 


— n 
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Calculations neceſſary to be underſtood by 


' thoſe who have made ſome Progreſs in 7 


the Game, 
* 
I would know what is the Odds that my 
Partner holds one Card out of any two 


certain Cards? 


Anfeer, That he hold one Card out of 


any two certain Cards is about 5 to 4 in 
- his favour. 


II. 
I would alſo know what is the Odds that 


my Partner holds one Card out of any 


three certain Cards? 
Anſwer, That he holds one Card out 
of any three certain Cards is about 5 to 2 


in his favour, 


An Explanation and Application of the fore- 


going Calculations. 
I. 


That your Partner holds one Card out 
of any two certain Cards. 


Suppoſe you ſhould hold one Matadore, 


F It is by this Calculation evident, that it is 
5 to 4 in your favour that your Partner 
holds one of the other two, and conſequent- 
y you may play your Game accordingly. 


Again, ſuppoſe you call a King, and 


| having a Knave and one {mall Card of a 
Suit in 1 Hand, by the foregoing Cal- 
. 4 culation, 


1 
x 
24 
* 

f 
* 
as 


>> es 
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culation, it is plain that you have 5 to 4 in þ. 


your favour, that your Partner holds either 
the King or Queen of that Suit, and con. 
ſequently you have the Odds in your f. 


vour to win a Trick in that Suit. 
II. 


That your Partner holds one Card out Þ 


of any three certain Cards. 


Suppoſe you have no Matadore, bu 
with the Aſſiſtance of one of them you have 
great Odds of winning the Game; you. 


may obſerve, by the foregoing Calculation, Þ 


that it is about 5 to 2 that your Partner! 
holds one of them, you having none, i 


This Calculation may be applied to mi. 5 


Games in Red, which may be pluyed, 
| calling a Ring. 


. 


Spadille, Manille, two ſmall Hearts 0. 
Diamonds, the Queen of Clubs and one? 
ſmall one, and four ſma)l Cards of th: 


other Suits, Lead a ſmall] Trump. 
. | 


- Spadille, Manille, two ſmall Hearts or $ 


ny other Caſes, very uſeful to the Player 


— — & A * 


Diamonds, with the Knave and two ſmall 


Clubs, and three ſmall Cards of the oth«Þ- 


Suits, Lead a ſmall Trump. 
| III. | | 


. Spadille, Manille, two ſmall Hearts 0 : 
LEE Diamond 


8 0ʃ 


one 
- N 


mal 
other 


'ts A 
on 


| : | ſmall Trump. 


Punto. 
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| Diamonds, three ſmall Clubs, and three 
"* {mall Cards of the other Suits. Lead a 


IV. | 
Spadille, Punto, King, Queen, and one 


| * ſmall Heart or Diamond, three ſmall. 


Clubs, the Queen, and one Spade. Lead 


=_ 
Spadille, Punto, King, Knave, and 


2 ; one ſmall Heart or Diamond, the Knave 
and two ſmall Clubs, and two ſmall 
* Spades, Lead Punto. | 


VI. 
Spadille, King, Queen, Knave, and one 


| ſmall Heart or Diamond, with the een, 


Kunave, and one ſmall Club, and two {mall 


| Spades, Lead the King of Trumps. 


Spadille, Three, Four, Five, and Six of 


Hearts or Diamonds, King of Clubs and 


one more, Queen and two ſmall Spades; 
whether elder or any other Hand, when 
you have the Lead play a ſmail Trump, 


x in the ſecond Lead play Spadille. 
ts 


VIII. 
| - Manitte, Baſto, Punto, and two ſmall 
Peas or Diamonds, three ſmall Clubs, 
and the Knave and one Spade. Lead 
* 
As IX, 


e 3 8 


„ "reatiſe on the 
N. B. Manille, Baſto, King g, and two 
ſmall Hearts or Diamonds, Queen and Þ 


one ſmall Club, and three ſmall _— } 
Lead Manille. ; 


* ˙· EE 


if . Manille, Balto, Queen, and two 4 7 
j ſmall Hearts or Diamonds, Queen and 
two ſmall Clubs, Knave, and one Spade 
Lead Manille. 
XI. 


. Manille, Baſto, with the three ſmall ! 
i Hearts or Diamonds, Queen and one ſmall 
lub, Knave and two ſmal! Spades, Pla 
; a ſmall Trump. ; 
ö XII. 1 
N. B. Manille, Punto, King, and two! f. 
ſmall Hearts or Diamonds, Queen, Knave, ! 
and one ſmall Club, King and one ima! fn 
Spade, Lead Manille. | 
XIII. ; 
Manille, Punto, Queen and two fſmal Di 
Hearts or Diamonds, Queen and one ſmall Q 
Club, King and two ſmall Spades. PIA Pl: 
> ſmall Truwp. F 


D 


XIV. 1 
Manille, Punto, and three ſmall Heart ſma 
or Diamonds, Knave and one ſmall Clu 
King, Queen, and one ſmall Spade. Pla 
a ſmall] Trump. | 


xv 


: | a Spades. Lead Baſto. 


— — — 


— — — 


— 


— 
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b 4, | 
Manille, and the four ſmalleſt Hearts or 


107 


Diamonds, Queen, and one [mall Club, 


King, Queen, and one ſmall Spade, Play 
' a ſmall] Trump. 
S BE _—_— | 
N. B. Baſto, Punto, King, and two 
9 ſmall Hearts or Diamonds, King and 
> Queen of Clubs, Queen, and two ſmall 


eg 
N. B. Baſto, Punto, Queen, and two 


ö | {mall Hearts or Diamonds, Queen, Kaave,. 
and one ſma]l Club, King and Queen of 
: 5 Spades. 5 Lead Baſto. | 


XVIII. 


N. B. Baſto, Punto, and three of the 


ſmalleſt Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one 
ſmall Spade. 


Play a ſmal! Trump. 
XIX. | 
Baſto, and the four ſmalleſt Hearts or 


4 Diamonds, King and Queen of Clubs, 
Queen, Knave, and one ſmall Spade. 
Play a ſmall Trump. 


„XX. 


VM. B. Punto, King, Queen, and two. 
ſmall Hearts or Diamonds, King and 
Queen of Clubs, 
ſmall Spade, 


Qucen, Knave, and one 
Lead Punto. 
F 6 


XXI. 


; * a — — toon - K 
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| XXI. 


Punto, King, and three ſmall Hearts! 


or Diamonds, King, and Queen of Clubs,, 
Queen, Knave, and one {mall Spade.“ 


Play a ſmall Trump. 


You are to oblerve that thoſe Caſe | 
which are mark'd thus, (V. B.) are very! 


good Games to play, and that you have Þ 


the Odds of your Side, to win thoſe which Þ 


are not marked. 


cbokobobobob.obbobbo cockobooto 
CHAP. III. | 
Games in Black which may be played, cal. 1 1 
ing a King. A 

J. 


8 PADILLE, Manille, and two ſmal q 
Clubs or Spades, the Knave and two 
ſmall Hearts, and three ſmall Diamonds, y 


Lead a ſmall Trump. 
1 


N. B. Spadille, Manille, and two ſmall | 
Clubs or Spades, Queen, and two final Þ 
Hearts, three ſmall Diamonds. Lead :Þ 


ſmall Trump. 
ITI. 


Spadille, Manille, and two ſmall Club | 
or Spades, three ſmall Hearts, three ſmall 


Diamonds, Lead a ſmall Trump. 
___ 


VN. B. Spadille, King, Queen, and tuo | 
ſmall Clubs or Spades, with the Quee | 
and 


= = 0 


Game of QUADRILLE. 109 


| ; and one ſmall Heart, three ſmall Dia- 
monds. Lead the King of Trumps, 
. V 


all | 
al 


Spadille, King, Knave, and two ſmall 


40 Clubs, Queen and two Diamonds, two 
| ſmall Hearts. Play a ſmall Trump. 


: "8 
Spadille, Queen, and three ſmall Clubs 


| or Spades, Queen, and two ſmall Hearts, 
| two ſmall Diamonds. Play a ſmall Trump. 


VII. 
Spadille, and the four ſmalleſt Clubs or 


5 Spades, King and one ſmall Heart, Queen 
and two ſmall Diamonds, Play a ſmall 
Trump. , 


Manille, Baſto, King, and two ſmall 


Clubs or Spades, three ſmall Hearts, and 
| two {mall Diamonds. Lead Manille. e 


IX. 

Manille, Baſto, Queen, and two ſmall 
Clubs or Spades, three ſmall Hearts, Queen, 
and one ſmall Diamond. Lead Manille. 

X. A 
Manille, Baſto, Knave, and two ſmall 


| | Clubs or Spades, Knave, and one Heart, 
abs 
all 


three ſmall Diamonds, Lead Manille. 
XI. | 
Manille, Baſto, and three ſmall Clubs 


or Spades, Queen and two ſmall Hearts, 
o 
een 
aud 


Knave and one ſmall Diamond. Lead 
Manille. XII. 
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XII. 

N B. Manille, King, Queen, and two 
ſmall Clubs or Spades, King, and one 
{mall Heart, Queen, Knave, and one 
{mall Diamond. Lead Manille. 

Wo {5 | 

N. . Manille, King, Knave, and: two 
ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, and two {mall Dia- 
monds, Lead Manille. | 

XIV. 
Manille, King, and three ſmall Clubs or 


Spades, Queen, and two ſmall Hearts, 4 


King, and one {mall Diamond. * 
ſmall Trump. 
XV. 


Manille, and the four ſmalleſt Clubs or 
Spades, King, Queen, and one {mall Heart, 
two {mall Diamonds. Play a ſmall Trump, 

„F 

N. B. Baſto, King, Qucen, and two 

ſma]] Clubs or Spades, Qucen and two 


ſmall Hearts, King and one ſmall Dia- 


mond. Lead Baſto. 
| X VII. 

N. B. Baſto, King, Eaave; and two 
ſmal! Clubs or Spades, Knave, and one 
Heart, King, and two ſmall Diamonds 
Lead Baſto. 


XVIII. 
N. B. Baſto, King, and three ſmall 


Clubs 


1158 on — 3 » «= 
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| Clubs or Spades, King and Queen of 
| Hearts, Queen, and two mall Diamonds, 


Play a ſmall Trump. 
. A 
PBaſto, and four of che ſmalleſt Clubs or 
| Spades, King and Queen of Hearts, 
Queen, Knave, and one ſmall Diamond, 
Play a ſmall Trump. 
| „ 
NM. B. King, Queen, Knave, and two 
ſmall Clubs or Spades, King and Queen 
of Hearts, Knave, and two ſmall Dia- 
monds. Lead the King of Trumps. 
| XXI. 
King, Queen, Seven, Six, and Five of 
Clubs or Spades, King and Queen of 


| Hearts, Queen, Knave, and one ſmall Di- 


mond. Lead the King of Trumps. 

lou are to obſerve that thoſe Caſes 
which are mark'd thus (N. B.) are very 
good Games to play, and you have the 
| Odds of your ſide, to win thoſe which are 
not marked. 5 

VN. B. You are to call to your ſtrongeſt 
Suits, except you have a Queen guarded. 
And, if you are elder Hand, you have a 
| fairer Chance to win the Game than 
it middle Hand, becauſe you have an Op- 
portunity of leading a Trump, which fre-. 
| Quently makes your Adverſaries play a- 
gainſt each other. — 
| CHAEF 
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"CHAP. iv. 
Caſes calculated, ſhewing the 1 the Þ 
Oads of winning the following Games at Þ 
Quadrille, fans prendre; and alſo /uch Þ 
Games as ought not to be played fans Þ 


prendre, 
GAMES in Black, Elder Hand. 
J. | 
 þ HREE as in Clubs, King 
and Six of Diamonds, King and Six iþ 
of Hearts, King, Five and Six of Spades, 
Play Trumps to all the elder-hand Games, 


T "4 above Game wins 27 to 4+ 
II. I 
Three Matadores and the Three ci i 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, and two ſmal] Spades 1 
The above Game wins 215 to 162, o 


about 4 to 3. 
III. 


Three Matadores, Three and Four of 
Clubs, King and Six of Diamonds, three 4 
ſmall Hearts. Wins 291 to 86, or above 


10 to 3. ; 
1. 0 

Three Matadores with the Three, Four, a. 
and Five of Clubs, two {mall Diamonds, 18 


and two {mall Hearts. Wins near 10 
0 I. 


| > EE 


Y 
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* 
Spadille, Manille, King, Knave, Three 


and Four of Clubs, two ſmall Diamonds, 
two ſmall Hearts. Wins 4895 to 3022, or 
about 8 to 5. 


'E 8 
Spadille, Manille, King, Three, Four, 


5 and Five of Clubs, two ſmall Diamonds, 


two ſmall Hearts. Wins about 8 to 5, 
VII. 
Spadille, Manille, King, Three, and 
Four of Clubs, King and Six of Dia- 


| 4 monds, and three ſmall Hearts. Loſes 


1514 tO 1125, or about 4 to 3. 
A 


Spadille, Manille, T les, Four, Five, 


und Six of Clubs, two ſmall Diamonds, 


1 


and two ſmall Hearts, Loſes 1514 to 
- 1125, or about 4 to 3. 


IX. 


 Spadille, Manille, Three, Four, and Five 
of Clubs, King, and one ſmall Diamond, 
and three ſmall Hearts. Loſes 2234 to 
405, or about 11 to 2. 


X. 1 
Three falſe Matadores and Three of 


| Clubs, King and Six of Diamonds, King 
and Six of Hearts, King and Six of 
| Spades, Wins 215 to 162, or about 410 3, 


FX. 
Three falſe Matadores, Three 4 Four 
of 


„ 


— 


114 - ſhort Treatiſe on the | 
of Clubs, King and Six of Diamonds, þ 


Wins about 275 to 2. 


King, Six and Five of Hearts. Wins 291 
to 86, or above 10 to 3. | 
| ms. 

Three falſe Matadores, Three, Four, Þ 
and five of Clubs, King and Six of Dia. 
monds, two ſmall Hearts. Wins 1025 to iſ 
106, or near 10 to 1. | 

= XIII. 
Manille, Baſto, Queen, Three, Four 
and Five of Clubs, King and one ſmal 


Diamond, two ſmall Hearts. Wins 489; 1 


to 3022, or above 8 to 5. 
| XIV. 

Manille, Baſto, Knave, Three, Four 
and Five of Clubs, King and one ſmal 
Diainond, two ſmall Hearts. Loles 4162 
to 3755, or almoſt 10 to 9. 

ö 

Spadille, Three, Four, Five, and Six 
of Clubs, King and one {mall Diamond, 
King of Spades, King and one ſmall 
Heart. He muſt lead a ſmall Trump, and 
his Chance then for winning is 1749 (0 
890, or near 2 to 1 for winning. 

XVI. 

Spadille, Three, Four, Five, Six, and 

Seven of Clubs, King and one Diamond, 


King of Spades and King of Hearts 


CHAP, 
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EREER Roach, hoo och docs. c.c.ol\.c 


. | 
GA M E S in Red, Elder Hand. 
I. 


THREE. Matadores in Hearts, King 


* and one Diamond, King and one 


Snide, King and two Clubs. Wins 24 to 


I or about 2 to 1, 


II. 
*hree Matadores and Three of Hearts, 


T Ki g and one ſmal! Diamond, King and 
# Olen of Clubs, and two [mal Spades. 


Wins 7010 to 16061, above 4 to rg, belides 
the Chance that his Kings and Queen pals, 


I though he ſhould not fetch out all the | 
Trumps. 


III. 
Three Matadores and Three and Four 


| of Hearts, King and 1 ſmall Club, and 
tarce Diamonds. wins almoſt 4 to 3. 


IV. 
Three Matadores, Three, Four, and 


Five of Hearts, two ſmall Diamonds, two 
mal! Clubs, Wins 291 to 86, or above 
10 to 3. 


| V. 
Spadille, Manille, Punto, Queen, 


| Three and four of Hearts, two ſmall 
Diamonds, and two ſmall Clubs: Loſes 
; 1706 to 1239, or above 5 to 4. 


VI. 
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\ 116 A ſhort Treatiſe on the 
| Spadille, Manille, Punto, Three, Fouþ - 
and Five of Hearts, two ſmall Diamond, f 

two ſmail Clubs. Loſes 1514, to 112512 

| Ec 


or above 4 to 3. 

VII. 35 

Spadille, Manille, King, Three, Fou 

and Five of Hearts, two ſmall Diamond 

two ſmall Clubs. Loſes 278 to 99, af; 

about 14 to 5. 4 
VIII. 8 


Spadille, Manille, Three, Four, Five, 
and Six of Hearts, two ſmall Diamond 
two imall Clubs. Loſes above 3 to 1. 0 

3 + oy _ 3 

Spadille, Manille, Three, Four, Fir 
and Six of Hearts, King and one Clu 
two ſmall Diamonds. Wins 1845 to 794, + 
or above 9 to 4. 3h 

Spadille, Manille, Two, Three, Four, te 
Five, Six of Hearts, two ſmall Diamond, E 
one ſmall Club. Wins above 9 toi, nean 


1 10 to 1. 

| 3 XI. 1 
| Four Matadores in Hearts, King and bh 
5 two ſmall Clubs, King and two ſmalſ . 


Spades. Wins about 16 to 1. That "Mt 
ö fetches out the Trumps is 7206 to 1465 
K near 5 to 1; beſides the Chance for h 
L King's paſſing, though the Trump ſhout 
| not fall. _— 


1 XII 
” — 0 


— — 
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Three falſe Matadores and Three of 


| Hearts, King and one ſmall Club, King 
and one Diamond, King, and one ſmall 
| Spade, Loſes 5791 to 2880, or above 2 to i. 


XIII. 
Three falſe Matadores, Three and Four 


Jof Hearts, King and one Club, King and 
two Spades. 
5 4 (0 3» 


Wins 215 to 162, or about 


Aa. 
Three falſe Matadores, Three, Four, 


| and Five of Hearts, King and One ſmall 
Club, two ſmall Spades. 
86, or above 10 to 3. 


Wins 291 to 


XV. 
Three falſe Matadores with the Knave, 


the Three, Four, and Five of Hearts, one 
ſmall Diamond, two ſmall Spades. Wins 
1025 to 106, near 10 to 1; but you are 
to ſuppoſe the Lead is to come into your 
Hand a ſecond time, without trumping 
with a Matadore. 


XVI. 


Three falſe Matadoes with the Queen, 


the Three, Four, and Five of Hearts, one 
mall Diamond, two ſmall Clubs. (As the 
former) wins near 10 to 1. 


XVII. 
Manille, Baſto, King, Three, Four and 


Five 


{ 


— 4 
„ 
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Five of Hearts, King and one Diamond, 
two ſmall Clubs. Loſes 1514 to 1125, 01 
about 4 to 3. 
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XVIII. 
Manille, Baſto, Queen, Three, Feu, 
and Five of Hearts, King, and one Club, 
two ſmall] Spades. Loſes 278 to 99, 0. 


| | Near 3 to 1. 
XIX. 


. Manille, Baſto, I hree, Four, Five, and 
7 Six of Hearts, King and one n 
two ſmall Clubs, Loſes 2639 to 4050 

about 6 to 1. 
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XX. F 
Spadille, Two, Three, Four, Five and 
Six of Hearts, King and one Diamond, 
King of Spades and the King of Clubs, #1 
That he ferches out three Trumps br 
playing Spadille, is above 4 to x, and 
conſequently above 4 to 1 for winning. 
XXI. 

Spadille, Three, Four, Five and Six i 
Hearts, King and one Diamond, King and 
one Spade, and the King of Clubs. 

T hat three fure Tricks in Trumps le 
againſt the Player is 1384 to 1255, and 
conſequently the Odds is * his win, 
| ning the Game. 

* It he plays the Game, he muſt begin 
14 with Jeading a fmall Trump, for iti 
' plays Spadille. he has no Chance at ug 

| 


3. 
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At his ſecond Lead he ought to play 
5 Spadille, having the faireſt Probability of 
winning the Game by that Method of Play. 
In all the Games of falſe Matadores, we 
5 N have ſuppoſed the Player 1 is not Gverruffed 
belore it comes again into his Hand. 
N. B. It you ſhould have a Sans prendre 
| Game, and it ſhould be 5 to 4 for win- 
ring it, you are to conſider that the calling 
ada King makes it a ſure Game won, beſides 
„ © the Chance of winning a Vole; and there- 
or fore, upon a ſtrict Calculation, it is found 
ö to be more adviſeable to call a King } in 
E ſuch a Caſe, 
\nd | N. B. A good Player may play a 
nd, veaker Game, either elder or JE 
bs, and, than middle Hand. 
br Erbe be ok ot?» web ch obooobet obotboticts 


and CHEE VL 
LAWS a QUADRILLE. 


* F HOEVER names any Suit for 
Trumps, he muſt abide by it, tho? 
bc F ould happen to be his worſt Suit. 

2 II. 

lf a Card happens to be faced in Deal- 
ling you muſt Deal again, except it is che 
Fi ſt Card. 


III. 


If you play with eleven Cards you "re 
= IV, 


120 A ſhort Treatiſe on the 
If you play Sans prendre, or have Mz. 
tadores, you are to demand them befor 
the next Dealer has finiſhed his Deal, other. 
wiſe you loſe the . of them. 
If any Body names his Trump without 
aſking Leave, he is obliged to play San 
prendre, unleſs he is the younger Hand, 
and all the reſt have paſs'd. 
1 
If any Body plays out of his Turn, thx 
Card played may be called at any time i 
thatDeal, provided he does not revoke; or 
the Adverſaries may demand the Partne 
of him, who played out of his Turn, er 
his own Partner, to play any Suit be 
thinks fit. 


1 VII. 

After the Game is won, if the Perſon 
who won the fixth Trick plays a leventi 
Card, he is obliged to play for the Yo! 

VIII. 

If you have four Kings dealt you, yo! 
are at Liberty either to call a Queen ur 
one of your Kings, or to call one of you! 
Kings; but you are not to call the Que 
of Trumps. 5 

IX. 


If any Body ſcparates a Card from ti 


ret 
\ 


— 
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bf I reſt, he ought to play it, if the adverſe Par- 
Y | ty has ſeen it, unleſs he n Sans prendre. 


II the king called, or his Partner plays 
out of his Turn, no Vole is to be played for. 
5 nn 
No Perſon is to be beaſted for a Re- 
* nounce, unleſs the Trick is turned and 
ae and if any Perſon renounces, and 
it is diſcovered, if the Player ſhould hap- 
pen to be beaſted by ſuch Renounce, all 
the Parties are to take up their Cards and 
By them over again. 
a XII. 
na Wi; Spadille is forced to play, he is not 
obliged to make his three Tricks. 
| Whoever under playing the Vole, 
bas the Preference of playing before him 
pho offers to play Sans prendre. 
ent 5 : TTY. 
If all Parties agree to it, beſore you be- 
| gin to play, let the Perſon have the Pre- 
J0ierence of playing who plays for the moſt 
nu rocks; which will prevent ſmall Games 
you om being played. 
Le XV. 
n. Player is entitled to know who is his 
1 bis called, before he declares ſor the Vile. 
0 Sg” 
| When ſix Tricks are won, he Who won 
G- dne 


11 

% 2, 
* 

8 


the fixth Trick ought to ſay, I play th 


_aik — and nothing elſe, 


Pleaſe, ſpecifying each Card. 


22 = ſhort Ti reatiſe on the 


Vile; or I do not play the Yo/e; or] 


XVII. 
He who wins the Ye is to take doub|: 
the Stake played for out of the Pool. 
R 
He who aſks leave (if elder Hand) ma 
play Sans prendre, in Preference to an 
of the other Players, 
. 
1 you have one King only, you my 
Call Dourſelf Out muſt wen ſix Tricks. 
. 
If you play the King ſurrendered, lt 


muſt win fix Tricks who demands th | 
King of any Body. | : 
XXI. 

He who has paſſed once, (unleſs he hu 
Spadille,) has no right to play afcerwrrd 
alſo, he who has afked the Quettion i 
obliged ro play, unleſs ſome Body el: 
Plays Sans prenare. 

XXII. 


If the Player, or his Friend, ſhew thi 
Cards before they have won ſix Tricks, tit 
Adverſaries may call their Cards as tht 


* 
Whoever has aſked leave cannot pi 


Sans prendre, unleſs he is forced. 
XXII 


2 CD p 
3 * 6 2 1 
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XXIV. 
You are at Liberty to look at the Tricks 


123 


$ when you are to lead, but not otherwiſe. 


XXV. 
Whoever undertakes playing for the 
Pole, and does not ſucceed, has a Right to 
the Stakes Sans prendre, and Matadores if 


he has them, having won his Game. 


1 
Forced Spadille cannot play for the Vole. 
XX VII. 


If any Perſon diſcovers his Grind he 


L is not . to play the Vole. 


XXVIII. | 
If there happen to be two Cards of the 


E fame ſort, and found out before the Deal is 


ended, the Deal is void; but not otherwiſe. 
XXIX. 
No Body 1s to declare how mary 


| Trumps are played out. 


XXX. 
He who plays, and does not make three 


Tricks, is to be beaſted alone, unleſs he 
wh torced Spadille. | 
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| On the GAME of 

bp IG UE 
5 CHAP, I. br 


General Ru LES for playing at 
PFFQUET. | 


O U are to play by the Stages 
of your Game; what is meant 
by them is, that when you are 
back wards in the Game, or 
f behind your Adveriary, you 
are to play a puſhing Game, other wiſe you 
are to make twenty-feven Points elder 
Hand, and thirteen Points younger Hand 
and you are always to compare your Game 
with your Adverſary's, and diſcard ac— 
cordingly. 
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128 A Treatiſe on PIQUET. 
„ 

You are to diſcard in expectation of 
winning the Cards, which is ſo eſſential a 
Part of the Game, that it generally makes 
twenty-two or twenty-three Points diffe- 
rence ; therefore you are not to diſcard for 
low Quatorze, ſuch as three Queens, three 
Knaves, or three Tens, becaule in any of 
theſe Caſes, the Odds are three to one, el: 
der-hand, that you do not ſucceed, and 
ſeventeen to three younger Hand; for kt 
us ſuppoſe you ſhould go for a Qua torx 

of Queens, Knaves or Tens, and throy 

out an Ace or a King, by ſo doing you 

run the Riſk of loſing above twenty 

Points in expectation of winning fourteen 

Points. | | | 
III. | 


At the beginning of a Party you are to 
play to make your Game, which is twenty. 
ſeven Points elder Hand, and thirteen 
Points younger Hand: therefore ſuppoſe 
you are elder Hand, and that you havea 
Terce- major and the Seven of any Suit, i 

is five to two but that you take in one Catd 
out of any four certain Cards; therefore 
ſuppoſe you ſhould have three Queens, 
three Knaves, or three Tens, you are in 
this caſe to diſcard one of them preferably 
to the Seven of ſuch a Suit, becauſe it 1 
three to one that you do not take in any 

on 
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A Treatiſe on PIGUET. 129 
one certain Card elder Hand to make you 
2 9uatorze, and conſequently you diſcard 
the Seven of ſuch a Suit to a great Diſad- 
= vantage, 
SE. IV. 

If your Adverſary is greatly before you 
in the Game, the Conſideration of winning 
the Cards muſt be put quite out of the 
© Queſtion : therefore ſuppoſe you ſhould 
have a Qzart to a Queen, or a Quart to a 
Knave; in which Cale it is only about five 
to four, beingelder Hand, but that you take 
in a Card to make you a Quint, and about 
three to one but that you take in a Queen, 
Kunave, or Ten, and ſhould you have 
three of either dealt you, it is good play 
to make a Puſh for the Game, particular- 
hy if it is ſo far advanced as to give you 
but little Chance for # in another Deal; 
and in this, and other Caſes, you may have 
E recourſe to the Calculations aſcertaining | 
the Odds. 1 

To gain the Point, generally makes 
ten Points difference; therefore when you 
diſcard, you muſt endeavour to gain it, 
but not riſk the loſing of the Cards by ſo 
doing. : 5 
1 ſp VI. 

| The faving of your Lurch, or the lur- 
ching of your Adverſary, is ſo material, 
5 - - that 
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Cards your Adverſary has laid out. 


| within your Shew, 


130 AA Treatiſe on PIQUEFT, 

that you ought always to riſk ſome Points 

to accompliſh either of them. 
VII. 

If you have fix Tricks with any win. 
ning Card in your Hand, never fail play. 
ing that Card, becauſe at leaſt you play e. 
leven Points to one againſt yourſelf by f 
doing, unleſs in Play you diſcover what 


VIII. 

If you are greatly advanced in the Game, 
as ſuppoſe you are eighty to fifty, in tha 
Caſe it is your Intereſt to let your Adver. 
fary gain two Points for your one as often 
as you can, eſpecially if the next Deal you 
are to be elder Hand; but if on the cor 
trary, you are to be younger Hand, and 
are eighty-ſix to fifty or ſixty, never regard 
the loſing two or three Points for the gain 
ing of one; becauſe that Point brings you 
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IX. 

The younger Hand is to play upo! 
the Defenſive ; therefore, 1 in order to maks 
his thirteen Points, he is to carry Ter; 
Duarts, and eſpecially to ſtrive for tit 
Point: but ſuppoſe him to have two 7 

ces from a King, Queen, or Knave, asi 
Is tWenty-n: ine to twenty-eight that he ſu 
cecds, he having in th. 0 Calc four certal 


Cards to take in to make him a Qual, 1 
eeitbe 
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* A Treatiſe on PIGuET. 131 
ns Þ Sther of them, and, perhaps, thereby ſave 
a Pique, &c. he ought preferably to go for 


hit which he has the moſt Chance to ſuc- 
in. *} in: But if inſtead of this Method of 


lay. play, he has three Queens, Knaves, or * 
ve. Tens, and ſhonld attempt to carry any of 
yl em preferably to the others, the Odds 


hat he does not ſucceed being ſeventeen to 

three againſt him, he conſequently diſcards 

0 a great Diſadvantage. 

4 X. 

I The elder or younger Hand, is ſome- 

times to fink one of his Point, a Terce, or 

three Kings, Queens, Wives, or Tens; 

you in hopes of winning the Cards; but that 

con is to be done with Judgment, and with- 

and out heſitating. XI. 

gad Ik is often good Play for a younger 

ain Hand not to call three Queens, Knaves, 

; you Ec. and to fink one Card of his Point, 
ich his Adverſary may ſuppoſe to be 
Guard to a King or Queen, 

upon i | XII. | 

make The younger Hand having the Cards 

erc, equal) deait him, is not to take in any 

the Card if thereby he runs the Riſk of loling 

ehem, unlefs he is very backward in the 

„i Came, and has then a Scheme for a neat 


Sins” 


e ſuc: Came. | 1 
emu If he younger Hand has a Probability 
27010 lol laving or winning the Cards by a deep 
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Diſcard : As for Example; Suppoſe h. 
ſhould have the King, Queen, and Nine 
of a Suit, or the King, Knave, and Nin: 
of a Suit; in this Caſe he may diſcard either 
of thoſe Suits, with a moral Certainty ct 
not being attacked in them, and the Odd; 
that he does not take in the Ace of eithet 
of thoſe Suits being againſt him, it is no 
worth his.while to diſcard otherwiſe in ex 
pectation of ſucceeding. 

XIV. 

The younger Hand having three Aces 


dealt him, it is generally his beſt play ts 
throw out the fourth Suit, 


| „5 ” 
The younger Hand is generally to cart 


Guards to his Queen-Suits, in order to 


make Points, and to ſave the Cards. 
XVI. | 
When the younger Hand obſerves tha 
the elder Hand, by calling his Point, hi 


five Cards which will make five Tricks 


in play, and may have the Ace and Queet 
of another Suit, he ſhouid throw away ti: 
Guard to that King, eſpecially if he has pu 
out one of that Suit, which will give hin 
an even Chance of ſaving the Cards. 
1 „„ 

If the elder Hand has a Quart to a King 

dealt him, with three Kings and three 


Queens, 
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Queens, (including the King to his Quart) 


and that he is obliged to diſcard, either one 


of his Quart to the King, or to diſcard a 


King or Queen. 


Chery. Which is beſt for him to diſcard? 


Anſwer. The Chance for taking in the 


Ace or Nine to his Quart to a King, being 
one out of two certain Cards, is exactly e- 
qual to the taking either a King or a Queen, 
having three of each dealt him; therefore 
he is to diſcard in ſuch a manner as gives 
bim the faireſt Probability of winning the 
Cards. „„ 

The foregoing Caſe may be a general! 
Direction to diſcard in all Caſes of the 

like Nature, either for the elder or young- 
er Hang. ER 


5 XVIII. | 
Suppoſe the elder Hand has taken in 


his five Cards, and that he has the Ace, 
King, and Knave of a Suit, having diſ- 
| carded two of that Suit: He has allo the 
Ace, King, Knave, and two ſmall Cards 
of another Suit, but no winning Cards in 
the other Suits, | 


Query. Which of theſe Suits is he to 


i play from, in order to have the faireſt 
Chance of winning, or ſaving the Cards? 


Anſwer. He is always to play from the 


| Suit of which he has the feweſt in Num- 
| ber; becauſe, if he finds his Adverſary 


guarded 
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Cards, in Expectation of winning of them. 
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jor, with the Seven and Eight of Clubs, 
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guarded there, the Probability is in his Fa- 
vour that he is unguarded in the other 
Suit; and ſhould he play from the Suit of 
which he has the moſt in Number, and 
finds his Adverſary's Queen guarded, in 
that Caſe he has no Chance to ſave or win 


XIX. ” 

If the elder Hand is ſure to make the 
Cards equal, by playing of them in any 
articular Manner, and is advanced before 
his Adverſary in the Game, he 1s not to 
riſk the loſing of them ; but if his Ad- 
verſary is greatly before him, in that caſe 
it is his Intereſt to riſk the loſing of the 


F 
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Sr. . 
Particular RULES and CASES, 
QUPPOSE you are elder Hand, and 

that you have dealt you a Quart-ma- 


the King and Ten of Diamonds, the King 
and Nine of Hearts, with the Ten and 
Nine of Spades. 

Querv. Whether you are to leave a Card, 
by carrying the Qunrt-mijor and two 
more of the ſame Suit for the Point, wit 
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to other Kings; or to throw out one 


Card of your Point? 


1 : 

f © Anſwer. If you throw out one Card of 

d your Point, there is a poſſibility that you 
reckon only five Points, and that your 


ö 
II 


Adverſary may win the Cards, by which 
Event he gets eleven Points, beſides his 
three Aces, Cc. which gives you a bad 
Chance for the Game: But by leaving a 
Card, and admitting that one Card of 
Conſequence lies in the five Cards which 
you are intitled to take in, it follows, that 
you have four Chances to one againſt lea- 
ving that Card, and conſequently it is your 
| Intereſt to leave a Card; the Odds are alſo 
greatly in your Favour, that you take in 
ſome one of the following Cards in four 
Cards, diz. there are two to your Point, 
three Aces, and one King. 

| II. 

If you ſhould happen to have the Ace, 
| King, and four ſmal! Cards of any Suit, 


. WY FH 88 
e 
R e 


nd WF with two other Kings, and no great Suits 
na- againſt you, the like Method of the former 
bs, WW Caſe may be practiſed. 

ins III. 


| Suppoſe you ſhould have the King, 
| Queen, and four of the ſmalleſt Clubs, the 


ud, King and Queen of Diamonds, the Ace 
two Bt ind Knave of Hearts, and the King and 
wih Nine of Spades, 

10 | 


Query, 
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Duzry, How are you to diſcard, with | 
Probability of making the moſt Points? 
Anſwer. You are to throw out the 
Queen and four ſmall Clubs, and to carry 
three entire Suits, with the King of Clubs, 
for this Reaſon, becauſe the Chance for 
your taking in the fourth King, is e. 
actly the ſame as the Chance of taking jr 
the Ace of Clubs; in either of which C. 
ſes it is three to one againſt you: But if iſ 
you fail of taking in the fourth King, by 
diſcarding thus, you have a fair Chance 
to win the Cards, which will probably make 
twenty-two Points Difference. But ſhould 
you diſcard with an Expectation of taking 
in the Ace of Clubs, and ſhould happen 
to fail, you being obliged to throw out 
ſome of your great Cards, you would hay 
a very diſtant Chance of either ſaving or 
winning the Cards. 
| 8 . 

Suppoſe you ſhould have the King and 
Queen of Clubs, a Terce-major in Di- 
monds, Queen and Knave of Hearts, an 
a Quint from the Knave in Spades. 

Query. How are you to diſcard with! 
Probability of making the moſt Points? 

Anſwer,You are to throw out the Qui. 
to a Knave in Spades, in order to mak: 
the moſt Points; becauſe, let us admit 
that your Rint is good for every = 

N _ after 
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th Þ after you have taken in, you inethat Caſe 
8! 5 only ſcore nineteen Points, if you carry it, 
the i | and you probably give the Cards up, and 
ar! We alſo the Chance of a Quatorze of Queens, 
ubs; þ beſides a great Number of Points in play; 
for and conſequently, by carrying the Quint, 
* | you would diſcard to og, great Diſad vantage. 
gu 

C. Suppoſe you have the King, Queen, 
ati E Seven, Eight, and Nine of Clubs; the 
6 Queen. and Knave of Diamonds; z the 
ance Queen, Ten, and Nine of Hearts, with the 
Jake | Ace and Nine of Spades. 

ould Query. How are you to diſcard ? 

king ö Anſwer. You are to diſcard the King, 
pen WW Seven, Eight, and Nine of Clubs, and the 
out Nine of Spades, by which means you do 
have Wi not only go for three Suits, but you have 
8 0 2 ſame Chance for taking in the fourth 
seen as you would have to take in the 
* of Clubs: Beſides, the Probability of 
and winning the Cards is greatly in your Fa— 
Di. vour by this Method of — 

and Wi "2. 

| Suppoſe you have the Queen, Ten, 

ih: N ne, Highs: and Seven Queen, * ; the 
oh FKnave and Fen of Diamonds; the King, 
ui Queen, and Knave of Hearts, wn the 
nake i Ace and Nine of Spades. 

amt Query. How are you to diſcard ? 

hing Aer, You are to diſcard the five 
after Clubs ; 
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Chance to ſcore more Points. 


* 
n= - 
as _— - 3 
— — —ꝝ—Ä—t > — -* * 
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33 ——— — —— 


a fair Probability of making a great Game; 


Clubs; becauſe it is three to one that you 
do not take in the Knave of Clubs, and the 
carrying three entire Suits givesy ou a fairer 


VII. 
Suppoſe you have che Ace, Queen, and 
Knave of Clubs; the King, Queen, and 
Knave of Diamonds; the Queen and 
Knave of Hearts, with the Ten, Nire, 
Eight, and Seven of Spades, 
Query. How are you to diſcard ? 
Anſwer. You are to diſcard the Acef 
Clubs and the four Spades, becauſe it i; 
only five to four but that you take ina 
Queen or a Knave: It is allo about three 
to two that you take in an Ace : You have 
alſo three Cards to your Terce.to a King 
to take in, viz. the Ace and Ten, or the 
Ten and Nine, to make you a Quint; al 
which Circumſtances conſidered, you have 


whereas if you ſhould leave a Card, by 
throwing out the four Spades only, you 
run the Riſk of leaving one of the follow- 
ing Cards, viz, the King of Clubs, th 
Ace of Diamonds, the Ace, Queen, or 
Knave of Spades; in any of which Cates 
you would probably loſe more Point: 
than by throwing out the Ace of Clubs; 
and if you ſhould carry two Suits, * 

thſee 


ee 
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ES. of Hearts, you run the Riſk of put- 
F g out fourteen Points ; and it is only 
eto four againſt your taking i in a Queen 
Ja Knave, and therefore you would diſ- 
lind to a great Diſadvantage. 
2 VIII. 
Noppoe you have the K. ing, Queen, and 
Ten of a Suit, and that your Ad verſary 
s the Ace, Knave, and one ſmall Card 
5 that Suit; and that you have only thoſe 
free Cards left, and you are to make three 
Pints of them. 
| Auen. What Cards are you to play ? 
1 | 4nfeoer. You are to play the Ten. 


ave IX. 

ing | Suppoſe 1 vou have the Ace, Queen, Ten, 
the bd Nine of Clubs; alſo the King g, Queen, 
; al ſen, and Nine of Diamonds, 


1ave if $ ery, Which of theſe Suits are you to 
me; Wrry, in order to have the faireſt Proba- 
iy of ſcoring the greateſt Number of 
you Pints! ? 

low: Anrſwer. You are to carry the King, 


Nuſe the Chance of taking in the Ace of 
Wamonds is exactly equal to that of ta- 
Ing in the King of Clubs; and alſo the 
Wance of taking in the Knave of Dia- 


pave of Clubs; by which manner of diſ- 
F cardings 


ee Clubs, three Diamonds, and the 


een, Ten, and Nine of Diamonds, be- 


bonds is equal to that of taking in the 
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carding, you have a Probability of ſcoring LU 
fiſteen Points for your Quint in Diamond 
inſtead of four Points for the Quar²s 
Clubs, and the Chance for winning u? 
Cards is better, becauſe by taking in tl 
Ace of Diamonds you have ſeven Tricky 
certain, which cannot happen by takin ſh 
in the King of Clubs. = 
© 4 - 
Suppoſe you have four Aces, and tu 
Kings dealt you younger Hand, in orde 
to capot theelder Hand, you are to mak 


| ont 
a deep Diſcard, ſuch as the Queen, Tee 
and Eight of a Suit; by which means, Chan 
you happen not to take in any Card Mind c 
ſuch Suit, you may probably capot Cards 
Adverſary. : Chan 
f . | monc 
Suppoſe, elder Hand, that you have ven 
Ace, Queen, Seven, Eight, and Nine fcertai 
Clubs; alſo the Ace, Knave, Seven, Eig. 
and Nine of Diamonds, Sur 
Query. Which Suit are you to card : 
in order tO make the moſt Points? Queen 
 Anſwer.Youare to carry the Ace, KnWWanq | 
Seven, Eight, and Nine of Diamond has (hi 
becauſe the taking in the King of Vilhic Ac 
monda«s is equal to the taking in of! Juppoſ 


King of Clubs, and conſequently as on : 
for winning the Cards; but you have Pay f. 
Chance of taking in the Ten of Diamoſeveſt 


— — 
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BY make you fifteen Points, which Event 

Tannot happen by taking in any one certain 

Card in Clubs. 

3 | XII. 

{ Suppoſe, elder Hand, that you have 
he Ace, Queen, Seven, Eight, and Ten 
pf Clubs; alſo the Ace, Knave, Seven, 


Eight, and Ten of Diamonds. | 19 
Query. Which Suit is beſt to carry? 1 
Anſwer. Lou are to carry the Ace, 3 
Knave, Seven, Eight, and Ten of Dia— 94 


wonds, becauſe the Chance of taking in 
the King of Diamonds is equal to the 
Chance of taking in the King of Clubs, i 
Wind conſequently as good for winning the Ma 
Cards; but you have an additional ' 
Chance of taking in the Nine of Dia- 
monds to make you fifteen Points, which 1M 
Event cannot happen by taking in any one 
certain Card 1n Clubs, 
| XIII. 
Suppoſe you have the Ace, Queen, Ten, 
nd two more of a Suit; alſo the Ace, 
Queen, and Ten of another Suit only. 
\nd let us ſuppoſe, that your Adverſary 
has ſhewn fix Cards for his Point; ſuppoſe 
the Ace, Queen, and four ſmall ones, and 
Juppoſe you are guarded in that Suit; as 
don as you have the Lead, you are to 
play from the Suit of which you have the 
weſt in Number, becauſe if he is guano: 
e 
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ed in that Suit, he is probably unguard 

in the other Suit; but ſhould you begj 15 

with the Suit of which you have the moſt n Y 

Number, it he happens to be guarded there 

you have then no Chance to win the Card, | 

which may prove otherwiſe, if you beg 
with the Suit of which you have the fey. 
eſt in Number. If he is guarded in bot 

Suits, you have no Chance to win ie 

Cards. . 

do bb bb ok behehebek uch 

II. 

Some Computations, directing with mori] 
Certainty how to diſcard well ay 
Hand. : 5 
HE Chance of an elder Hand's taking 

one certain a 3 to I againſt him, 

That of his taking two certain Cards i; 

18 to 1 againſt him. 

III. 
I would know what are the Odds that 


an elder Hand takes in four Aces? E 
Anſwer. That he takes ; againſt him, for ia N, 
In | ; 68 to Mn 
in 4 Aces 18 - 9 ” 
At leaſt 3 of them is about 33 to 1,0 
2 of them 3 o 188 4 
of them 2 to 


» a — — — — 


e 


W in the 3 Aces - - - - 
At leaſt 2 of them about 6 to 1 


Tin the other 2 Aces 1s - 
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IV. 
If an elder Hand has one Ace dealt him, 


what are the Odds that he takes in the o- 
: ther three ? 


Anſwer. That he takes 1 againft him. for him 
c * tO I 


of them 2 WW 2 
V's | 
If an elder Hand has two Aces dealt 


! him, what are the Odds that he takes in 
| the other two? 


18 - £0 I 
At leaſt 1 of them is 1 
8 21. © 8 


Anſwer. That he takes 178 him. for him 


near 5 to 4 againſt him, 


* 
4 8 
YN 4 

v4 


VI. 
Incaſe the elder Hand has two Aces and 
tro Kings dealt him, what are the Odds 
(that he takes in either the two Aces or 


tuo Kings remaining? 


againſt him. for him 
| defer. Ie i 1 M4 
— -* 

Elder Hand having neither Ace nor 
Wing dealt him, what is his Chance to 
take in both an Ace and a King in 2, 3, 
{, or 5 Cards ? 
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. In 2 Cards is about 11 © 
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In 3 Cards „ 
In +7 Cards | 9 to ; 


What are the Odds that a younger 
Hand takes in two certain Cards ? A 
againſt him, f 

Anſe rr. In 0 I 

W hat are the Odds that a younger Z 
Hand takes in three certain Cards ? * 

| againſt him, for tin Wi 
Anſwer, = - - = 1139 tw il" 
IX. __ 
The younger Hand having no Au 
dealt him, what Chance has he for his H. 
king one? K 

| | againſt him, for 
Anſwer. It is 21 % 
X. | 
If the younger Hand has one Ace deal 
him, what are the Odds of his takingu 
one or two of the three remaining Aces 
7 Anſwer. That he takes Z againſt him. fer ls 
in to of them is about F 21 to 
At leaft one of them g--407 
KL. - 
What are the Odds, that the young 
Hand takes in one certain Card? 
Anſcwer. That he does ) a;ainft him. for wp 
not take it in, > * 17 to g 


What is the Odds of a Quer- Bland! 
apainſt him. for l 


Anſwer, = . 1791 to | 


C H A p 
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| CHAP. IV. 
I EXPLANATION and APPLICA- 
| TION La the foregoing CALCULA= 


| 1 
BY 
TION 1 
1 
15 79 i 
; 1 ; li | | 
; - Ws 24 
4 


3 A by the firſt Calculation it is three to "Yi 
done, that being elder Hand, you do 1 
bot take in one certain Card; you have, by 
3 E therefore, a better Chance of advancing 
our Game, by carrying two Suits for 
Þ Points and the Cards, than by aiming at 
te, Ze of Queens, Knaves, or Tens, 
Second Calculation ; to take in two 
ſcertain Cards elder Hand, is eighteen to 
fone againſt you. 
| Thercfore ſuppoſe you have a Quart- 
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1 
5 a and two other Aces dealt you, the * 
ds that you do not take in the Fen to BE, 
| 3 Pour Juari- major, and the other Ace, is . la 
3 to one againſt you; but that you AW 
Gas | in one of them, is only twenty-one to 7 
teen againſt you. And ſuppoſe you 4 
W: vc three Aces and three Kings deait you, + 


He Odds are cighteen to one againſt you, 
king in the other Ace and the other | 
Lig; yet it is not much above five to . 
Pur but that you take in one of them. ; 
| | H ; Tk: T 
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This Example ſhews, how you are to dil. 
card in Caſes of the like Nature. 
III. 

The Odds in taking in four certain 
Cards, as four Aces, Sc. being nine hun. 
dred and ſixty- eight to one by the third MW 
| Calculation, is Io great a Chance of n« 
ſucceeding, that it 1s ſcarce worth further 
E Notice. | 
| But to take in three Cards out of ary 

four certain Cards, elder Hand, is only 
thirty-three to one againſt you, F 
3 EXAMPLE. 
Suppoſe you have two Aces and tw 
Kings dealt you, the Odds of taking thre 
of them out of four certain Cards, ſuch 
as two Kings and one Ace, or two Ace 
and a King, are only thirty-three to one 
ee 
=: But ſuppoſe you ſhould want to tak: 
| in any two out of four certain Cards, ſuch 
as the Queen of Clubs, the Ten of Di 
monds, the Ace of Spades, and Knave | 
Hearts, being elder Hand, it appears 
the Calculation to be three to ore agaill 
you; and the Odds are the ſame for ajÞ 
two out of four certain. Cards. 
But if, being elder Hand, you on 
want one Card out of four, the Odds u 
five to two in your Favour, that you ta 


it in. Therefore, if you have four TM 
| 1 
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& any inferior Quatorze dealt you, and 
no Ace, it is great Odds in your Favour 
that, being elder Hand, you take in one 
Ace, and ought to play- your Game accord- 
ingly. But you muſt always conſider the 
Diſadvantage either of loſing the Cards, or 
even the Riſk of a Capot, which you run 
the Hazard of, by ſpoiling your Hand, 
with keeping four Tens when they are 
not good. | 


IV. 

By the fourth Calculation; if you have 
one Ace dealt you, it is one hundred and 
thirteen to one, that you do not take in 
the three others; forty-nine to eight, or 
about ſix to one, that you do not take in 
two out of the three; but that you take 
in one out of the three, is about three to 
two in your Fayour, or one hundred and 
0 chirty- ſe ven to ninety-one. 

C WT 
| You have a Quart from a King, and 
two Kings more dealt you, as it is three 
to two that you take in either Ace or 
Nine to your Quart to the King, or the 
bourth King, as you have the Chance of 
| reck*ning fourteen or fifteen Points by this 
Method of difcarding : You ought to play 
g accordingly, and this Method ſhews you 
how to play any Hand of the like Sorr. 
But if you ſhould diſcard, with an Ex- 
H 2 pectation 
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pectation of taking in two Cards out of 
three certain Cards, the Odds againſt ſuch 
an Even: being above ſix to one; your 
Game muſt indeed be very deſperate, if 
you attempt to diſcard to that Purpoſe, 
The Chance of taking in three certain 
Cards being one hundred and thirteen to 
one, is a very diſtant Chance, yet even 
ſuch does happen ſometimes, but ought 
never to be ventured upon, but when a 
Man has no other Relource in the Game, 
| V. | 

The fifth Calculation is, that if you 
have two Aces dealt you, it is eighteen 
to one that you do not take in the two 
other Aces; but only ſeventeen to twenty. 
one that you take in one of them: Let us 
illuſtrate che uſe of this by an Example; 
ſuppoſe you have a Quart-major dealt you, 
and a Quart to a King, and that you ate 
greatly behind your "Adverſary in the 
Game: To take in the Ten to your 
Ouart-major is three to one againſt you; 
but to take in the Ace or Nine to Your 
Quart to the King, is only about fi ve to 
four againſt you. 


Allo, by the ſame Rule, ſuppoſe you 


have three K.ngs and three Queens dealt 


you, the Odds of your taking i in both 4 


King and a Queen are eightcen to on 
again 
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againſt you; but that of your taking one 
of them, is only five to four againſt you. 
All other Caſes of the like Nature may 
be diſcarded by. this Method ot Caicula- 


tion, 
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VI. 


As, by the ſixth Calculation, it is ſe ven · 


teen to two that you do not take in two 
certain Cards out of four, ſuch as two 

Kings, two Queens, Sc. You mult not, 
therefore, confound this with the third Cal- 
culation, where the Odds are not above 


© three to one that you take in two Cards 


out of the four. 
| Vit: 


dealt you, what are the Odds of your tak 
ing in both an Ace and a King i in two, in 
E three, in four, or in five Cards? 

BE AAyfwerr, To take in an Ace and a King, 


e 

0 againſt you, tor you 
, In 2 Cards is about Tz. 
| In 2 Cards 3 
x 10 4 Cards 9 Ww 3 


In 5 Cards 33 3 
| You may obſerve, by the foregoing Cal- 
W culacion, what are the Odds of taking in 
two, three, four, or five Cards out of any 
eight certain Cards, and conſequently diſ. 
Feard to the greateſt Advantage. 

; H 2 The 


Alt 


JN 


Having neitlier an Ace nor a King 
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The foregoing Calculation is either for 


tbe elder or younger Hand. 
EXAMPLE. 

Let us fuppoſe the younger Hand to 
have two 21azorze againſt him, he may 
oblerve, that it is not above four to one 
but that he takes in one of each of them, 
The like Rule may ſerve for any other 
eight certain Cards. . 

5 n 

As by the eighth Calculation it is ſixty. 

oO to one that the younger Hand does 

not take in two certain Cards, which 
Event happening, he ought not therefore 
to run the Hazard of fo great a Chance, 
but when his Game is deſperate, and does 
not promiſe him another Deal. 

* I. - 

By the ninth Calculation, as it is twenty- 
nine to twenty-eight that the younger 
Hand takes in one Ace, having none dealt 
Rim: The Calculation is the ſame for any 
Card out of tour certain Cards. 

 AeMEAMPLE. 

Suppoſe you have two Qu dealt 
you from the King or Queen of any Sutt, 
it is the ſame Odds of twenty-nine t 
twenty-eight, but that you take in a Card 
to make one of them a 2uint, and there. 
fore you are tO diſcard accordingly. 

As allo, that you take in either Ace, 
| 8 King, 
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King,. Queen, Knave, of any one Suit, 
when a Pique or a Repique is againſt 


you. 
. 

The Tenth Calculation is, that if the 

younger Hand has one Ace dealt him, it 


is twenty-one to one that he does not take 


in two Aces, and about three to two that 
he does not take in one of them; which 
Calculation holds good in the taking in 
any three other certain Cards. Therefore, 
for Example, let us ſuppoſe, that as it is 
but three to two againſt the younger 
Hand's taking one Card out of three to 
fave a Pique, or a Repiqu:, it would gene- 
rally be reckoned good Play either to 
throw one from his Point, or diſcard 
a King, Sc. for the Event of ſuch a 
Chance, N 
XI. 


By the eleventh Calculation it is ſeven- 


teen to three, younger Hand, againſt your 


taking in any one certain Card; therefore, 


the Odds of not ſucceeding in this Caſe 
are ſo greatly againſt you, that it ought 


not to be attempted, eſpecially if the 


winning or ſaving the Cards is riſked by 
{0 doing, except in deſperate Caſes, 


— CHAP. 
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CHAP, V. 


CASES of Cur1iosiry 434 


INSTRUCTION, 
| —_— 
_ you are younger Hand, and 
that you have the Queen, Dare, 
Seven, Eight, and Nine of Clubs; alſo the 
Seven, anc] Eight of Diamonds, the Ste 4 
of Hearts, and the Ten, Nine, Eight and 
Seven of Spades 3 and that the elde 
Hand has lett e 
Query. How are you to diſcard, to put 
it in the Power of the Cards to repiquie the 
elder Hand ? 
Anftber. You are to carry the five 
Clubs and the tour Spades, and to leave 


a Card; and by taking in the Ace, King, 


and Ten of Clubs, you ä your 


IT. 
Suppoſe you have eight Clubs, th: 
Ace and King of Diamonds, the Acc of 
Hearts, and the Ace of SPACES : 


 Adverlary. 


Query. Whether you repique the yourg: | | 


er Hand, or not? 
Anſwer. The younger Hand may have 


a Woes: -blanche, by having three e 


from a Ten. which reckons füirſt; 


therefore he is not repiqued. 10 


4 Treatiſe on * 153 


III. 
What is the higheſt Number”; to be 
made of a Pique ? 

Anſwer. Eighty- two Points. 
What are the Cards which compole 
E that NE. ? 
FE Anſwer. A Quart-major in Clubs, a 
Quasi major in Diamonds, Ace, King, * 
Len of Hearts, with the Ace of Spades. 
This is only upon Suppoſition that 
the Quart. majof is good for every thing. 
3 IV. 
3 What is the higheſt Number to be 
made of a Repique and Capot ? 

| Aufwer. A hundred and ſeventy Points. 
What are the Cards which compole 
that Number? 
E Anſwer. The four Terce majors, which 
ae ſuppoſed to be good for every thing. 


Suppoſe you are eider Hand and that 
you want eight Points of the Game, and 
that the younger Hand wants twenty- 
three Points; and ſuppoſe you have dealt 

vou the Ace, King and Quern of Clubs; 
1 the Ace, King, and Ten of Diamonds; 
WW the Ace, Knave, and Nine of Hearts; 


e the Knave, Nine, and Seven of Spades: 
e,. How are you to diſcard, to pre- 
Vent any Poſſibility of the younger Hand's 


H 5 making 


> <A 
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making twenty three Points, and he is not 
to reckon a Charte-blanche, No 
Anſwer. You are to difcard the King 
and Queen of Clubs, and the Knave, Nine, 
and Seven of Spades; by which Method 
of diſcarding you are certain to make 
eight Points, before the younger Hand 
can make W Points. 
. 

Suppoſe you have the Ace, Queen, ard 
Knave of Clubs, with the King and Ten 
of Diamonds; and ſuppoſe your Adver. 
ſary has the Ace, _ and Knave of 
Diamonds, and the King and Ten of 
Clubs, your Adverſary being to lead, 1s 
wo make five Points, or to loſe the Game, 

Query. How ſhall you play to prevent 


him from making of five Points? 


Anſwer. When he plays his Ace of 
Clubs, you are to play your Kang ot 
Clubs; by which means he can make 


. VII. 
A and B plays a Partie at Piquet. 
They are one Game each of the Partie. 


only four Points. 


A has it in his Power to win the ſecond i 


Game; but then he is younger Hand 2 
the Beginning of the next Game. 

A has it alſo in his Power to reckon 
only ninety-nine Points of the ſecond 
Game, and B is to be ſeventy : 

1 . Quer), 
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Query. Whether it is A's Intereſt to win 


the ſecond Game or not? 

Anſwer. It is 4's Intereſt to win the 
ſecond Game, in the Proportion of four- 
teen to thirteen in his Favour. 
ebe bebe bot Lot to ek, SMS 
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I. 
Same ComPUTATIONS for laying Money 
as the Game at Piquet. 
K 
JT is five to four that the eldeſt Hand 
* wins the Game. | 
= - 
It is about two to one that the eldeſt 
Hand docs not _ the younger Hand, 
| II. 
It is near four to one that the younger 
Hand does not Jurch the elder Hand. 


Suppoſe A and B mate a Partie at Piquet. 
* 
A has the Hand; what's the Odds that 
A wins the Partie? . 
Anſwer. It is about twenty-three to 


8 II. 
If A has one Game, and B one Game, 


be who is eldeſt Hand has above five to 
| 'our to win the Partie. 


3 1 
If A has two Games Love before they 
H 6 cut 


above two to one. 
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cut for the Deal, the Odds are above four 
to one that he wins the Partie. 

„ 

I A has two Games Love, and & has 

the Hand, the Odds are about five to one 
that he wins the Partie. 
V. 

If B has the Hand when Ais two Love, 

the Odds in Favour of A are about three 


and a half to one. 


VI. 
If A has two Games, and B one, be- 
fore they cat, the Odds in favour of A are 


VII. 
If A has the Hand and two "INT to 
one, the Odds are about eleven to four. 
VIII. 
If B has the Hand, when A 1s two 
Games to one, the Odds in favour of 4 


is about nine to fi ve. 
IX. 


If 4 is one Game Love, and elde 


Hand, the Odds in Favour of A is about 


ſeventeen to ſeven. 
X. 
If A is one Game Love, and younger 


Hand; the Odds in Favour of A is about 


two to one. | 
C HA 
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U ab tb tf obob: hehehe oooh: H e 
3 CH VII. 
| Laws of the Game at Piquet. 
| 172 elder Hand i Is obliged to lay out 

one Card. 
IT. 


If the elder Hand takes in one of the 
three Cards which belongs to the younger 
| Hand, he loſes the Game, 

1 the elder Hand, in taking his five 
Cards, ſhould happen to turn up a Card 
belonging to the younger Hand, he is to 
teckon nothing that Deal. 
| TY. jt 
| If the elder or younger Hand play 
with thirteen Cards, he counts nothing. i} 
| „ HY 
| If the elder Hand has thirteen Cards 
| dealt him, it is in his Option whether he 


will ſtand the Deal or not; and if he FI 
| chuſes to ſtand the Deal, he is to diſcover A 
| it, and to diſcard five Cards, and to take 
in four only. | 1 


Ik the 4 or younger Hand reckons 
| what they have not, they count nothing. 

} VII. 

| Ifthe elder Hand touches the ©tock after 
| ie nas diſcarded, he cannot alter his Diſcard. 

; VIII. 


—— 
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= VIII. 

If a Card is faced, and it happens te 
be diſcovered eithen in dealing, or in the 
Stock, there muſt be a new Deal, unleſs it 
be the bottom Card. 

- IX. 

If the Dealer turns up a Card in deal. 
ing, belonging to the elder Hand, it is in 
the Option of the elder Hand to have 
new TL. 

X. 


* the younger Hand takes in five 
Cards, it is the Loſs of the Game, unlel 
the elder Hand has = ewo Cards. 

X 

If the elder Hand calls forty-one fo: | 
his Point, which happens to be a Qu fe 
major, and it is allowed to be good, and 
only reckons four for it, and plays away, 
in this Caſc he is not np to count more, 

XI 
If the elder Hand ſhews a Point, 0! 
Quart, ot Terce, and aſks if they are 00d, 
and afterwards forgets to reckon any 0 
them, it bars the younger Hand from } the 
reckoning any of m_ Value, be 
XII 

Cbarte- blanche counts firſt, and c nk ks 

quently ſaves Piques and Repiques: | 


5 
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alſo piques and repiques the en, f 
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© the ſame manner, as if thoſe Points were 
| reckoned in any other way. 

4 XIV. 

J Quarte-blanche reckons before any thing 
© elſe; but need not be ſhewn till the Ad- 
i | vr has firſt diſcarded ; only if you 
are eldeſt Hand, you muſt bid the younger 
| Hand to di ſcard for Quarte- blanche; which 
after he has done, you ſhew your B/anche 
| counting your Cards down one after 


| another, 
$ XV, 


You are to cut two Cards at the leaſt. 
XVI. 

Ik you call a Point, and do not ſhew it, 
| you reckon nothing for it; and the 
younger Hand may ſhew, and reckon 
is Point. 


XVII. 

If you play with eleven Cards, or fewer, 
no Penalty attends it. 

1 XVIII. 


| | If the elder Hand leaves a Card, and 


| after he has taken in, he happens to put 
"WW to his Diſcard the four Cards taken in, 


2 


they muſt remain with his Diſcard, and 
de only play with eight Cards, viz. thoſe 
added to his Diſcard. . 
I the younger Hand leaves a Card or A 
| Cards, and mixes it with his Diſcard 
; before 
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before he has ſhewn it to the elder Hand, 
who is firſt to tell him what he will play, 
the elder Hand is intitled to ſee his whole 
Diſcard. 

If the younger Hand leaves a Card or 
Cards, and does not ſee them, nor mixes 
them to his Diſcard, the eldeſt Hand nas 
no Right to ſee them; but then (hey 
muſt remain ſeparate whilſt the Cards «re 


playing, and the younger Hand canng 


look at them neither all that while. 
„ 


If the younger and leav+5 4 Card or 


Cards, and looks at them, ti - der Hand 


is intit ed to fee them, firſt G aring whit 
Suit he will lead. 
XXII. 

If the Dealer deals a Cr. too many 
or too few, it is in the Op. un of the che 
Hand to have a new deal; but if he ſtand 
the Deal, he muſt leave three Caids for 
the younger Hand. 

XXIII. 

You are, the firſt Plice, to call your 

Point; and if you have we Yong, f 


you deſign to reckon the „ you ar 


10 call that firſt, 41d are £0 (8 90 your 
* yy AY, 
, "+ FS XI 
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Cingues, &. next; and to call the higheſt, 
ef them, in caſe you deſign to reckon 
them. 1 e 

3 XXV. 

s You are to call a Quatorze, preferable 
© to three Aces, Sc. if you defign to reckon 
them. 1 
; XXVI. 

If you call a Terce, having a Quart in 
I Jour Hand, you muſt abide by your firſt 
Call. | 
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RULES and OBSERVAT ION. 
FOR 
Playing well at CHESS, : 


J. Jol 
v OU ought to move your Pawns be as! 
fore you ſtir your Pieces, and after 

wards to bring out your Pieces to ſuppuui | 

them; therefore the Kings, Queens, alc. 

Biſhops Pawns ſhould be the firſt play, be 

in order to qpen me Game well, pas 

To 

You are not, therefore, to play out mal 

of your Pieces early in the Game, becau cron 
you thereby loſe Moves, in caſe your AG 

verſary has it in his Power, by playing N. 

Pawn upon them, to make them reti% ich 

and alſo opens his Game at the ſme time Hecks 

i eſpecially avoid playing your Queen our 

ll your Game is tolerably well — Exch 
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III. 


Ieive any, unleſs you thereby gain ſome 

Advantage, becauſe you may lofe the 

Move if he can either take or drive your 

Piece away. 

Never 080 your Game by having too 
many Pieces together, for fcar of choking 
up your Paſſage ſo as to hinder your ad- 
vancing or retreating your Men as Occa- 


50 may require. 


E If your Game happens to be crowded, 
endeavour to free it by making Exchanges 
ol Pieces or Pawns, and Caſtle your King 

, I ſoon as you conveniently can, 

d VI. 

t | 1 to crowd the Adverſary's 

came, which is to be done thus; when 

ee plays out his Pieces before he does his 
3 you are to attack them as ſcon as 
hou can with your Pawns, by which you 

1 Enake him loſe Moves, and conſequently 

crowd him. 

1 VII. 

Never attack the Adver* ary's King 

oo hout a ſufficient Force; and if he at- 

cocks your King, and you have it not in 

ur Power to attack his, you are to offer 


l Exchanges with him; and if he retires, 
il! when 
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Avoid giving uſeleſs Checks, and never 
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when you preſent a Piece to exchange, he 
may loſe a Move, and conſequently you 
gain an Advantage. 

| „„ 

Play your Men in ſo good Guard of one 
another, that if any Man you advance he 
taken, the adverſe Piece may allo be taken 
by that which guarded yours; and fer 
this Purpoſe, be ſurę to have as many 
Gu rds to your Piece, as you ſee your 
Adverſary, advances Pieces upon it; and 


than thoſe he aſſails with. If you find 


that you can't well ſupport your Piece, WW \ 
ſee if by attacking one of his that is better, Mach 
or as good, whether you can't therely AW: 
fave yours. it! 

IX. Poor 
Never make an Attack but when wel run, 
prepared for it; nor give uſeleſs Checks, un b 


for thereby you open your Adverlary's biin 
Game, and make him ready prepared t 
pour in a ſtrong Attack upon you, as tov 
as YOUr weak ONE is Over. 
X. 5 

Never play any Man 'till you har: 
examined whether you are free from Dat 
ger by your Adverſary's laſt Move; 10 ou n 
offer to attack *till you have conſider 
what Harm he would be able to do j 
by his next Moves in conſequence d 
7 „„ yours; 


— — 
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E .cur's; that you may prevent his Deſigns, 
TF hurtful, belore it be coo late. 

Wöben your Attack is in a proſperous 
Way, never be diverted from purluing 
your Scheme (if poſſible) on to giving 
hin Mate, by t king any Piece, or other 
Advantage, your Adverſary may pur- 
Epolcily throw in your Way, with the In- 
tent, that by your taking that Bait, he 
might gain a Move that would make your 
Deſign miſcarry. 

: XII, 


When you are purſuing a well-laid At- 
tack, but find it neceſſary to force your 
Way through your Adverſary's Defence, 
brich the Loſs of ſome Pieces; if upon 
ounting as many Moves forwards as you 
| Wer, you find a Proſpect of Succeſs, . ruſh 
n boldly, and ſacritice a Piece or two to 
an your End: Thete bold Attempts 
0 Wake the fineſt Games. | 
| Never let your Queen ſtand ſo before 
Jour King, as that your Adverſary, by 
„e WWringing a Rook or a Biſhop, might 


eck your King if ſhe were not there, for 


lou might hardly chance to ſave her. 

ſa . I 8 ww 
W | Let not our Adverſary's Knight eſpe— 
al it du y guarded) come to check your 
King 
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King and Queen, or your King and Rook MW 
or your Queen and Rook, or your tio 
Rooks, at the ſame time; for in the tw 
firſt Caſes, the King being forced to T & 

out of Check, the Queen or the Rock MP * 
muſt be loſt; and in the two aſt Cafe, I 
a Rook mult be loſt, at beſt for a work MM * 
Piece. 3 * 

| XV. 

Take care that no guarded Pawn d 
your Adverſary's fork two of your Pee © 
=_— XVI. if 
When the Kings have caſtled on di. 7 


ferent Sides of the Board, the Adverſar 
muſt advance upon the other King th 
Pawns he has on that Side of the Board, 
taking care to bring his Pieces, eſpecial 
his Queen and Rooks, to ſupport them; 
and the King that has caſted, is not i 


ſtir his three Pawns *cill forced to it. | of 
on = « £ | RS an. 
In playing the Game, endeavour u Jo 


have a Move, as it were in Ambuſcadeji K. 
what is meant by it, is to place the Queti Pe 
Biſhop, or Rook behind a Pawn, or 
Piece in ſuch a Manner, as that upd r 
playing that Pawn, or Piece, you dilcowt wy 
a Check upon your Adverſary's King, a 

conſequently may often get a Piece, d W 
ſome other Advantage by it. 


XVIll 
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XVIII. , 
= Never guard an inferior Piece with a 
better, if you can do it with a Pawn, be- 
E cauſe that better Piece may in that caſe be, 


as it were, out of Play; for the ſame Rea- 


E ſon, you ought not to guard a Pawn with 
Ja Pirce, if you have it in 5 our Power to 
1 guard it with a Pawn, | 

: = XIX. 

A Pawn paſſed, and wel! ſupported, 
often colts the Adverſary a Piece. And 
if you play to win the Game only, when- 


ever you have gained a Pawn, or any other 


Advantage, and are not in Danger of lofing 


the Move thereby, make as frequent 


8 Exchanges of Pieces as you can. 
_ 


If you have three Pawns cach upon the 


Board, and no Piece, and you have one 
of your Pawns on one Side of the Board, 


and the other two on the other Side, and 


| your Adverſary's three Pawns are oppofite 
to your two Pawns, march with your 
King, as ſoon as you can to take his 
| Pawns, and if he goes with his King to 
ſupport them, go on to Queen with your 
lingle Pawn, and if he goes to hinder him, 
take his Pawns, and puſh the others to 
Queen : This ſhews the Advantage of a 


| paſs'd Pawn, 
XXI. 
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XXI. 
At the latter End of a Game, each Party WW 
having only three or four Pawas on di. 
ferent Sides of the Board, the Kings ar: 
to endeavour to gain the Move in order 1 
to win the Game, For Example; if yu 
bring your King oppoſite to your Adver. Wiſh 
ſary's King, with only one Houſe between Wis; 
you, you will have gain'd the Move. } 
XXII. : b 

When your Ad verſary has his King and ! 
one Pawn on the Board, and you have Hr 
your King only, you will never lofe tha: 
Game, if you can bring your King tobe, 
oppolite to your Adverſary's, wher he is Min 
Immediately either before, or on one Side Naa! 
of his Pawn, and there is only one Hou 
between the Kings. | ent! 

XXIII. 

When your Adverſary has a B ſhop and ſs. 
one Pawn on the Rook's Line, and hö 
Biſhop is not of the Colour that command; 
the Corner Houſe his Pawn is going to, il ? 
and you have only your King, if you ca: Wi 
get into that Corner you can't loſe the 
Game, but may win it by a Stale. I 

XXIV. - = 

When you have greatly the Diſadvan- Hub 
tage of the Game, having only your 
Qucen left in play, and your King hap: 
pens to be in the Poſition of —— 

ce 


— mY 


keep giving Check to your Adverſary's 
W King, always taking care not to check him 
where he can interpoſe any of his Pieces 
that makes the Stale; ſo doing, you will 


then you win the Game, by being in a 
EStale-Mate. re 


Never cover a Check with a Piece that 
k Pawn puſh'd upon it may take, for fear 
bf only getting that Pawn for it. 

| 3 

Always take care that your Adverſary's 
Ring has a Move, for fear of giving a 
dtale-Mate ; therefore don't crowd him 
by with your Pieces, leaſt you inadver- 
ently give One. | 


| Woo ot b 
; WE 3 be 

| bplanations and Applicaticns of ſome of the 
: | foregoing Rules and Obſervations, 


J. 
WHETHER you play the open 


. a bring out all your Pieces into play 
yur pore you begin to attack ; for if you 
pt, and your Adverſary does, you will 
cc, s attack, or be attack'd, at a great 


advantage ; this is ſo eſſential, that you 
„„ 
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W.: laſt force him to take your Queen, and 


Game, or the cloſe Game, be ſure 


. . — 
— 99444 — . 


— — — — — _—— 


med iate Advantage from them; they ar 
Juſt as neceſſary, as it is at Whiſt, c d 


Pawns firſt, and ſupport them with you 


thoroughiy my own and my Adveris 


U— — äł4 A Oe Ir rn, 
— 
— — 
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had better forego an Advantage than d. 
viate from it; and I may venture to pr. 
nounce, that no Perſon can ever play yl 
at this Game, that does not put this Ry 
ſtrictly in Practice; and don't let any Bug 
imagine, that theſe preparatory Moves 2k 
uſeleſs, becauſe he does not receive an in. 


thirteen Cards round before you beginn 
play. In order to bring out your Piaf 
properly, I would adviſe to puſh on yu 


Pieces, and you will receive this Ady 
tage from it, that your Game won't i 
crowded : I mean by this, that all yu 
Pieces will be at Liberty to play and ali 
each other, and ſo co-operate toward 
obtaining your End; and this farther 
to be obſerv*d, that either in your Atti 
or Defence, you bring them out ſo as 
to be drove back again. 

. 

When you have brought out all j! 


Pieces, as I have premis'd, which Wt 
will have done very well, eſpecially it) the 
have your Choice on which Side to dl Ma 
(which I would always adviſe to 00) uh 
would then pauſe a while, and cor“ 


Game, and from his Situation, aud 
| {iv 


for 1 at CHESS. 171 


ſerving where he is weakeit, i would not 
only take my Reſolution where to caſtle, 
but likewiſe where to begin my Attack 3 
and it ſtands to Reaſon,. you can't do It in 
a better Place than where you are ſtrongeſt, 
and your Enemy weakeſt. By this Method 
etis very probable, that you will be able to 
break through your Adverſary's Game, 
in which Fray ſome Pieces muſt of courſe 
be exchanged. But now pauſe again, and 

ſurvey both Games attentively, and don't 
W |: your Impetuoſity hurry you on too far 
with this firſt Succeſs; and my Advice to 
| you now in this critical Juncture (eſpe- 
| cially if you ſtill find your Adverſary pretty 
ſtrong) is to rally your Men again, and 
put them in good Order for a ſecond or 
third Attack if needful, ſtill keeping your 
Men cloſe and connected together, fo as 
to de of Uſe to each other: For want of 
this Method, and a little Coolneſs, J have 
often ſeen an almoſt ſure Victory ſnatch'd 
out of a Player's Hands, and a total Over- 
throw enſue. But, if after all, you can't 
panetrate ſo far as to win the Game, never- 
thelels. by obſerving theſe. Directions, I 
apprehend you may "ill be very fure of 
having a well-diſpoſed Game; and this 
brings me to the third Part of the Game, 
which is the Concluſion, 

— — 
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_ 
And now that I am come to the |} 
Period of the Game, which abounds all 
with Difficulties and Niceties; it muſt b. 
obſerv'd, where your Pawns are ſtrongef, 
beſt connected together, and nearelt (© 
Queen; you muſt likewiſe mind how your 
Adverſary's Pawns are diſpos'd, and in 
what Degree of Preferment they are; and 
compare theſe Things together, and if you 
find you can get to Queen before him, yo 
muſt proceed without Heſitation; if not, 
you muſt hurry on with our King to pre 
vent him: I ſpeak now, as ſuppoſing al 
the Noblemen are gone; if not they ar 
to attend your Pawns, and likewiſe u 
prevent your Adverlary from going (0 


Some general Rur Es, by way of Carr. 
Wi 


ration and Supplement io what has l 0 
already ſaid, | 
„ . =! 
TRON'T be too much afraid of lo * 
a Rook for an inferior Piece: Mf. * 

IIe 


Reaſon is this, altho' a Rook is better ti 
any other, except the Queen, yet it ſeldon 
comes into play ſo as to operate until 
ud of the Game, and therefore it 1 
| | P 
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z pens very often, that *tis better to have a 
E ils good Piece in my than a better out, 
When you have moved a Piece, ſo that 
| your Adverfary drives you away with a 
ban, take it for granted “generally ſpeak- 
E ing) that it is a bad Move, your Enemy 
gaining that double Advantage over you 
of advancing himſelf, and making you 
© retire: I think this deſerves Attention; 
for altho' the firſt Move may not be much 
| between equal and good Players, yet the 


Loss of one or two more, after the firſt, 


| makes the Game almoſt irretrievable. Allo, 
if you defend and can recover the Move, 
or the Attack, (for they both go together) 
you are in a fair I of winning. 
1 II. 

| If you make ſuch a Move as that, ha- 
| ving Liberty to play again, you can make 
| nothing of it, take it for granted it is an 
| exceeding bad one; for at this nice Game 
no Move can be indifferent. 

| . IV. 

If your Game is ſuch, that you have 
[[carce any thing to play, *tis your own 
Fault, either for having brought out your 
Pieces wrong, or which is worſe, not at 
ul; for if you have brought them out 
"git, you muſt have Variety enough to 
play. 1 


13 V. 


k 
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V. - 
Don't be too much afraid of doubling 

a Pawn, three Pawns together are ſtrong, 

but four, that make a Square, with the 

Help of other Pieces well-manag'd, make 

an invincible Strength, and, probably, in 

time of Need, may produce you a Queen: 

On the other Side, two Pawns with an 

Interval between, are no better than ore; 

and if imprudently you ſhould have three 

over cach other in a Line, your Game 
can't be in a worſe Situation: Examine 
this on the Table, and the Truth of it 
will frike you, Your Buſineſs, therefore, 
is to keep your Pawns cloſe cemented and 
connected together, and it muſt be great 
Strength on the other Side that muſt over 
power them. | 
VI. 


When a Piece 1s ſo attack'd as that you 
can't ſave it, give it up, and beſtow your 
Thoughts how to annoy your Enemy in 
another Place, whilſt he is taking it; for 
it very often happens, that wiitl your 
Adverſary is running madly after a Piece, 
you either get a Pawn or two, or ſuch 
Situation as ends in his Deſtruction. 

„ | 

Suppoſing your _ and another 
Piece are attack'd at the ſame time, and 
that by removing your Queen you * 

8 N 0 


„ „ „ . De: 


din ww 
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loſe your Piece; in this Caſe, if you can 


get two Pieces in exchange for your Queen, 
© | would adviſe you rather to do it, than 
kretire; for obſerve, *tis the difference of 
three Pieces, which is more than the worth 
of a Queen; beſides that you keep your 
© Game entire, and preferve your Situation, 
which very often is better than a Piece; 
nay, rather than retire, I would give my 
Queen for a Piece and a Pawn or two, 
may, almoſt for what I can get; for do 
but obſerve, amongſt good Players, this 
one thing, (to convince you this Advice is 
not bad) that when the Attack and De- 
E fence is thoroughly form'd, and every 
thing prepar'd for the Storm, if he that 


plays firſt is oblig'd by the Act of the 


Perſon that defends to retire, it generally 
ends in the Lois of the Game of the at- 
| tack'd Side. 


VIII. 
Don't aim at changing without Reaſon ; 


is ſo far from being right, that a good 

Player will take this Advantage of it, that 
F ie will ſpoil your Sr 5 ene his 
own: But in theſe following Caſes 'tis 
| quite right 3 when you arc ttrongelt, eſpe- 
F cally by a Picce, then every Time you 


I Clay, our Advantage increaſes ; this is 
| ſo plain it needs no Argument: Again, 
: *= you have play*4 a Piece, and your 
Ss 4.1 7 5 | 

Ade 1 ; 

| dverſary Oppotes one to you, Change 


I 4 directly 
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directly, for it is plain he wants to remoye 
you; prevent him therefore, and don't 
loſe the Move. 
IX. 
Every new and then I would have yoy 
caſt up your Game, and make the Balance, 
then take your Meaſures accordingly. 
X. 
At the latter End of the Game eſpe. 
cially, remember your King is a Capital 
Piece, and don't let him he idle; *tis by WW 
his Means, generally, you get the Move 
and the Victory. 4 
| XI. „ 
Obſerve this alſo, that as the Queen, 
Rook, and Biſhop operate at a diſtance, 
*ris not always neceſſary in your Attack, to 
have them near your Ad verſay's King; 
they do better at a diſtance, can't be drove 


. TE 
When you have a Piece that you can 


take, and that can't eſcape you, don't be 
in a hurry ; ſee where you can make a 


good Move elſewhere, and take it at your 
leiſure. 5 * 
OY 1 
»Tis not always right, to take your Ac- WW 
verſary's Pawn with your King, for ver) Bp 
often it happens to be a Safeguard and If 
Protectionto your King. 77 


XIV. 
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XIV. . | 
When yeu can take a Man with dif- 9 


| ferent Pieces, don't do it with the firſt i 
| that occurs, but conſider thoroughly with 
which you had beſt take it. 


— — — — 


LAWS ». 
F you touch your Man, you muſt 
I play it, and if you quit it you cannot 
| recall it. 1 


If by Miſtake, or otherwiſe, you play 
a falſe Move, and your Adverſary takes 
no Notice of it till he hath play'd his next 
Move, neither of you can recall it. 

t If you miſplace your Men, and play 
two Moves, it lieth in your Adverſary's 
Power or Choice whether he will permit 


TTW. 1 OF..." = 


, W jo 0 begin the _— or not. 

| Tf the Adverſary playeth or diſcovereth 

Check to your King, and gives no No- 4 

fee of it you may let him ſtand fo till he 1 
gives Notice. | 

. i V. 


; After Four King has moved, you can- 
4 not Caſtle, | N 
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Chances, with Directions 
how to find out the Odd: of 
being hit, upon ſingle, or 
double Dice. 


| How to end out who is for- 
wardeſt to win a Hit. 
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with Directions how to 
play for one, 


© Rules whereby aBeginner may, 
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F attain playing it well. 

The ſeveral Stages for carry- 


when you may have the 
better of ſaving a Gammon 
by running. 


ing your Men home, in or- | Variety of Caſes of Curioßty 


der to loſe no Point. 
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A Short 
TREATISE | 
On the GAME of | 
Back-Gammon. b 
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bob db SbLSLGALISLSS le ee 
CHAP. I. j 


ECAUSE it is neceſſary for a Learn- 
er to know, how many Points he 


ought to throw upon the two Dice, one 
Throw with another; we ſhall take the 
following Method to demonſtrate it. h 

Example. I would know how many +: 


Chances there are upon two Dice ? 
The Anſwer is thirty-ſix 3 | 
I would alſo know how many Points 
there are upon the thirty-ſix Chances? ö 


s . 


, aer 8 — , 7—"N 
— — — — — - 4 - . 
ny 3 : — 5 
* * * * — — — — 


2 wW 2 — — 
© — A — EEE ” — 
1 — pl EOS : 

— 7 0 TY 


; — 
— 


. 


3 
n 


—— —ͤ à—— 
* 4 


— — — 


TTT 


X== 


— 

2 — 

7 2 * _ 
S 


* 


DOE 


um 


OO, POE" — 
— — — 
* gry bs 
Tan; — I 


—_— — = & « 
— — — 
4 8 — 


1 A fhort TREAT ISE on 
The Anſwer to which take as follows: 5 

Viz. IT 1 
Aces — — | 4 
Deuces — — 8 


Trois e 12 
Fouts 1 
Fives — 20 
Sixesüçł 24 5 
and 5 twice — 22 
and 4 twice - 20 
and 3 twice 18 
and 2 twice 16 


and I twice — 14 
and 4 twice ——— 18 
and 3 twice »— 16 


A MGA SSS 


and 2 twiſfe — 14 
5 and i tice— 12 


4 and 3 twee 14 
4 and 2 twiſe 
4 and 1 twice — — 10 
3 and 2 twice — — 10 
3 and 1 tile — — 8 


2 and 1 twice — 0 


3 1 4 f 
Divided by 36 1 294 | 


294 d vide d by 36, Ives the Zue ſtion; by N a 


winch it appears, that on Thee v . | : 
| Sieht j 0 
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another you may expect to throw 8 upon 
"Et: 1 

would know how many Chances there 
are upon 2 Dice ? 
The Anſwer is 3, which are as follows: 


Chances, 
2 Sixes — 
2 Fives ——— 
2 Fours — 
2 Trois —— 
2 Deuces 
2 Aces 
| 56 and 5 twice 
© 6 and 4 twice 
6 and z twice 
6 and 2 twice 
6 and 1 twice 
5 and 4 twice 
5 and 3 twice 
© and 2 twice 
3 : 
- $ and 1 twice 
4 and 3 twice 
4 and 2 twice 
*4 and 1 twice 
3 and 2 twice 
zz and i twice 
| *2 and 1 twice 


| | | l | | | | | | | | 


abandoned. 


36 
Becauſe a Learner may be at a Loſs to 
find out by this Table of 36 Chances, 
what are the Odds of being hit, upon a 
certain, or flat Die, let him take the fol- 
lowing Method. 1 | 
: Example. 
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Example. To know the Odd 
hit upon an Ace? 


s of being 


Look in the Table, where, you wil 


find thus“ marked, 


2 Aces — — 1 
*6 and 1 twice — 2 
*g and 1 twice — — 2 
*, and I twice — 2 
*2 and 1 twice —— 2 
*2and 1 — — 2 


Total 11 
Which deducted from 36 
The Remainder is 25 


By this Method it appears, that it i 
25 to 11 againſt hitting an Ace, upon a 


certain, or flat Die. 
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188 A ſhort TRTAT ISE on 
To explain further to a Leirner hoy 


to make uſe of the Table of 36 Chances, 


when at a Loſs to find the Odds of being 
hit upon any certain, or flat Die, this 
ſecond Example is here added to ſhew 
how to find by that Table the Odds of 
being hit upon a 6. 


2 Sixes — — 
2 Trois — 
2 Deuces aa 
6 and 5 twice — 

6 and 4 twice —' s. 


6 and 3 twice 
6 and 2 twice — 
6 and 1twiſekpyꝗ˙‚— 
5 and 1 twice ——— 
4 and 2 twice == 3 


Which deducted from 


td Re 
N 


The Remainder is — 
By the foregoing Example it is evident, 


x 
that it is 1 9 to 17 againſt being hit upon WW | 
a 6. ] 


The Odds of 2 Love is about 5 to 2, 


and of 2 80 1 6 
and of „„ * 
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. 

= 
F you play 3 up at Back-Gammon, 
your principal View, in the firſt place, 


zs, either to ſecure your own, or your Ad- 
verſary's Cing. Point; when that is ef- 
fccted, you may play a puſhing Game, 
and endeavour to gammon your Adver- 
| far Y. 


11. 
The next beſt Point (after you have 


| gxin'd your Cing. Point) is to make 
| your Barr Point, thereby preventing your 
| Adverlary*s running with 2 Sixes. 


= © 
After you have proceeded thus far, you 


are, in the next place, to prefer the 
making your Satre Point in your own 
| Tables, rather than the Q re Point out 
of chem. Ts 


IV. 
Having gained theſe Points, you have 


a fair Chance to gammon your Adver- 
| ſary, if he is very forward: For, ſuppoſe 
his Tables are broke at home, it will be 
| then your Intereſt to open your Barr Point, 
and to oblige him to come out of your 
Tables with a 6; and having your Men 
| ſpread, you not only may catch that Man 


which 


——— — — ey 


— 


ee 
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which your Adverſary brings out of Your 
Tables, but you will alſo have a Probs. 
bility of taking up the Man left in you 
Tables, (upon Suppoſition that he hat 
two Men there.) And ſuppoſe he ſhouli 
have a Blot at home, it will then be you 
Intereſt not to make up your Tables; be. 
cauſe, if he ſhould enter upon a Boo, 
which you are to make for the Purpoſt, 
you will have a Probability of geiting 
third Man; which, it accompliſhed, vil 
give you, at leaſt, 4 to 1 of the Gin: 
mon; whereas, if you have only two ct 
his Men up, the Odds 1s in his Favour 


that you do not gammon him, 


. 

If you play for a Hit only, 1 or ! 
Men taken up of your Adverlary's 
makes it ſurer than a greater Numbe, 
provided that your Tables are made up, 

VI. 5 — 
DirREcTIONS how to carry your i 

2 2 home, 

When you carry your Men home, in o- 
der to loſe no Point, you are to carry tt 
moſt diſtant Man to your Adverlary' 
Barr Point, that being the firſt Stage 
you are to place it on; the next Stage! 
6 Points farther, v/z. in the Place where 
your Adverſary's 5 Men are firſt place! 


out of his Tables; the next Stage is * 
| lle 
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the ſix Point in your tables. This wa 
thod is to be pur ſued till al! your Me 

re brought home, except 2, when, by 
loſing a "Point, you may often ſave your 
Gammon, by putting it in the Fower of 
2 Fives, or 2 Fours to ſave it. 

VII. | 
If you play to win a Hit only, you 


are to endeavour to gain either your own. 


or your Adverſary's Cinque Point; and 
if that fails, by your being hit by your 


Adverſary, and you find that he is for- 


warder than you, in that Caſe, you muſt 
throw more Men into his Tables. The 
manner of doing it is thus: Put a Man 

upon your Cinque or Barr-Point, and if 
your Adverſary neglects to hit it, you 
may then gain a forward Game inſtead 


| ofa back Game; but if he hits you, you 


muſt play for a back Game, and then the 
greater Number of Men which are taken 
up, makes your Game the better, becaule 


you will, by that Means, preſerve your 
Game at home; and you :maſt then al- 


ways endeavour to gain both your Adver- 
lary's Ace and Trois Points, or his Ace 
and Deuce Points, and take Care to keep 
3 Men upon his Ace Point, that, if you 
chance to hit him from thence, that Point 
may remain ſtill ſecure to you. 


VII. 
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At the Beginning of a Set do not pl 


you would play to a great Diſadvantage, 
running the Riſk of a Gammon to win 


Sb bobob ook och bk kuck d 


| C H A P. III. 
DirecT 1oNs for playing at ſetting wi 
the 36 Chances of Dice, when you ar: 
to play for a Gammon, or for a jingl: i 
Hit 5 | I 


WO Aces, to be played on your r 
Cinq-Point, and Barr-Point, for 2 
Gammon, or for a Hit. 
II. 
Two Sixes, to be played on your Ad. 
ver ſary's Barr- Point, and on your own 
Barr-Point, for a Gammon, or for a 


Hit. 


III. 

* Two Trois; two to be played on . 
your Cinq-point, and the other two on . 
your Trois Point in your own Table, W' 
for a Gammon only. 

S © : g 

+ Two Deuces, to be played on your 

Quatre 
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placed in your Adverſary's Tables, for a 
| Gammon only. N 


t Two F ours, to be brought over from 
the live Men placed in your Adverſary's 
Fables, and to be put upon the Cinq. Point 
n pour on Tables, for a Gammon only. 
F Two Fives, to be brought over from 
„Tables, and to be put on the Trois Point 
le Win your own Tables, for a Gammon, or 
tor a Hit. 
VII. 


| Size Ace, you are to take your Barr 
Point, for a Gammon, or for a Hit. 
VIII. 


| Size Deuce, a Man to be brought from 

he five Men placed in your Adverſary's 

un Our 8 
Toint in your own Tables, for a Gammon, 

r for a Hit. 

| * 


Six and three, a Man to be brought from 


on 
on eur Adverſary's Ace Point, as far as he 
es, ill go, for a Gammon, or for a Hit. 
—S | 
* and four, a Man to be brought from 


Uatle 


I Quatre Point in your own Tables, and 
two to be brought over from the five Men 


the five Men placed in your Adverſary's 


Cables, and to be placed on the Cinq. 
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bles for the Cinq. and to play one Man 
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your Adverſary's Ace- point, as far as he 
will go, for a Gammon, or for a Hit. 
wy XI. = 
Six and Five, a Man to be carried fron 
Your Adverſary's Ace- point as far as |; 
can go, for a Gammon, or for a Hit. 
XII. . 
Cinq. and Quatre, a Man to be carry' 
from your Adverſary's Ace- point, as far 
as he can go, for a Gaminon, or for: 
Hit. f 


8 XIII. 
Cinq. Trois, to make the Trois-point 
in your Table, for a Gammon, or tor 1 


Hit, 
ä | 
Cing. Deuce, to play two Men from 
the 5 placed in your Adverſary's Tables, 
for a Gammon, or for a Hit. 
3 XV. 
* Cinq. Ace, to bring one Man from 


down on the Cinq. Point in your on 
Tables for the Ace, for a Gammon only, 

3 XVI. 

Quatre Trois, two Men to be brougit 
from the five placed in your Adverlary WM 
Tables, for a Gammon, or for a Hit. . 

1 #S 


Quatre Deuce, to make the Qui 
QIN 


1 or for a Hit. 


Ele Game of BAcR-GAMMON. I 95 
point in your own Tables, for a Gammon, 


- 7 
+ Quatre Ace, to play a Man from the 
5 placed in your Adverſary's Tables for 


| the Quatre, and for the Ace, to play a 
Man down upon the Cinq. Point in your 
oon Tables, for a Gammon only. 


XIX, 


| Trois Deuce, two Men to be brought 
| from the five placed in your Advertary's 
Tables, for a Gammon only, 


- eh 
Trois Ace, to make the Cinq. Point in 


| vour own Tables, for a Gammon, or for 


XXI. 
Deuce Ace, to play ene Man from 


the ive Men placed in your Adverſary's 
Tables for the Deuce; and for the Ace, 


to play a Man down upon the Cinq Point 


| in your own Tables, for a Gammon only, 
Rebe? eee Deckeln 38 In, 
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| DizECTIONS bow to play the Chances that 
are marked thus (*) when you are omwy 
Ie play for a Klit. 


"LO Trois, two of them afe to be 
played on your Cinq. Point in your 
ES own 
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196 A ſhort TREATISE on 
uatre Point in your Ad- 
verlary's Tables. 
35 II. 
+ Two Deuces, two of them are to be 
played on your Quatre Point in your own 


to take the Trois Point in your Adver- 
ſary's Tables. 

The two foregoing Caſes are to be 
played in this manner, for this Reaſon, 
viz. That thereby you avoid being ſhut 

up in your Adverſary's Tables, and have 
the Chance of throwing high Doublets 
to win the Hit. 1 


* Two Fours, two of them are to take 
your Adverſary's Cinq. Point in his Ta- 
bles; and for the other two, two Men 
are to be brought from the five placed in 


your Adverſary's Tables. 


1 

r. * Cinq. Ace, play the Cing. from 
the five Men placed in your Adverſary's 
Tables, and play the Ace from your Ad- 
verſary's Ace Point. 

V. 

a » Quatre Ace, play the Quatre From 
me five Men placed in your Adyerlary" 
Tables, and play the Ace from the Mea 
on your Adverlary's Are Point, - 


J - AA « 


- 
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" VI. 

Deuce Ace, play the Deuce from 

the five Men placed in your A\.lverfary's 

Tables, and play the Ace from your Ad- 
verlary's Ace Point. 


NM. B. The three laſt Chances are play'd 
in this manner, for the following Reaſon : 
By laying an Ace down in your Adver— 
fary's Tables, you have a Probability of 


| throwing Deuce Ace, Trois Deuce, Qua- 
tre Trois, or Size Cinq. in two or three 


Throws ; in any of which Cales you are 


| to take a Point, which gives you vaſtly 
| the better of the IIIt. 


You may obſerve, by the Directions 


| given in this Chapter, that you ate to play 
9 Chances our of the 36 in a different 
manner for a ſingle Hit, to what you 
wouid do when playing for a Gammon, 


In this, and the foregoing Chapter, 


| plain Directions are given, how, at ſet— 
| ting out, to play all the Chances on the 
| Dice, either for a Gammon, or a ſingle 
Hit; but it is impoſſible to give full In- 
ſtructions for the whole Progreſs of the 
Came; all that can be done towards help- 


ing a Learner, is to communicate ſome Oæë- 
ſervations, Hints, and Cautions, which if 


attended to, may be of Uſe to him. 


K 3 CHAP. 


— — 
— 


— * — 
nb oe — — 
— r 


FR R N - _ 
_ ” , — * > * 
- . 
—_—_— WO 
en — 

1 2 a 
LY * x 

E 


8 
2 


K 
2 
pane, 


33 aha, co 
— - — 


” — — - 5 = - LIZ wo ot — 
* 6 IPA ar te — E Mm od 
_— * > — — - — — HO — — 22 $9 EY <F + 4 — "ood 
LEI 4 3 wo ry * e 2 | 4 | 
— N —— ? A 2 EPs = 2 Z 1 . 
— Pw f * og 6 — 8 ä — + PIT 1 — - X 
7 — 5 — tp 0 IE a . — — Wes þ * 

a, — — . - . — — 2 


e 2 
macs — — OS 
A py — 


4 ˙ —ꝓ—ͤ—— 2maʒ 


—— 


— — 


— —— 


: — " - . 
— Y . — — Eres —— 3 5 3 - — 
— — — — _—_ 5 * — — — — . 1 — S, . 5 
2 Nl — 2 — — Im.” <4. wowd modo s - Dn 1d 4 — " _— * 1 — — — 

— 3 2 * — = 232 . - A — — - on ” . * 
. R N — — K * B 2 * . 8 
rr 2 — : . — —— — 

* . WAP 20 „ . — - y — 
* - CARES. - — 


——— —ͤ—e— 
— 
— , 
A py ISS 
Cn DE PIES 
Sec TRL Raitt 


—— — eee. — 
an”; 


— 


— 


ö 
— 
— 


* 
— 


— 
— han” wk 


: 43:2 S . 
r „ 
4 "Cy — — — — — 


5 


— ; 
m —— der rs, 


PF... Og 


+4. — 


— — 0 AIR ach. carats. 


198 A ſhort TRPATISE on 
eber de choc ck ko bot ob obhbeb oe: 
C H A | V. 


Some Oss ERVATIONS, Hints, and Cay. 
T IONs, which are to be attended to, 


J. 
the Directions given to play for x 
Gammon, you are voluntarily to 
make ſome Blots, the Odds being in your 
Favour, that they are not hit ; bur, ſhould 
it ſo happen, that any Blot is hit, as in 
this Cale you will have three Men in your 
Adverſary's Tables, you muſt then en- 
deavour to ſecure your Adverſary's Cina. 
Quatre, or Trois Point, to prevent a 
Gammon, and muſt be very cautious hoy 
you ſuffer your Adverſary to take up 
fourth Man, 5 


Take care not to crowd your Game at 
any time, if poſſible. What is meant oy 
crowding a Game, is the putting many 
Men either upon your Trois or Deuce 
Point in your own Tables; which is, f 
effect, looſing of thoſe Men, not having 
them in Play. 

Beſides, by crowding your Game, 0 


attempt to ſave a Gammon, you are oftel 
| : gAammone%; 


— 


2 n : 
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' gammoned 3 becauſe when your Adver- 
bay finds your Game open, by being 
| crowded in your own Tables, he may 
| then play his Game as he thinks fit. 
_ 
phy Recourſe had to the Calculations, 
| you may know what are the Odds of 
| your entering A ſingle Man upon any 
crtain Number of Points, and by that 
means you may play your Game accord- 


in ly. 
ur E 5 IV. 
If you are obliged to leave a Blot, by 


in 5 
r Recourſe had to the Calculations for hit- 
en. ung it, you will find the Chances for and 


0 againſt you; and conſequently you will 
be enabled to judge how to play your 
on Came to the a : 
| F Z 
vou will alſo find by the Calculations, 
me Odds for and againſt you, upon being 
en bit by double Dice, and conſequently you 
ill have it in your Power to chuſe ſuch 
ay 2 Method of Play as is moſt to your 
1c Advantage. | 
„ "no — VI. 5 
rug If it is neceſſary to make a Run in or- 
der co win 2 Hit, and you would know 
„ oF © 4 Point which is for wardeſt, your Ad- 
o en verlary or you, take the ſollowing Method: 
ned; FF Begin with reckoning how many Points 
K 4 — 
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you muſt have to bring home to you; 
Size Point in your own Tables, the Man 
that is at the greateſt Diſtance from It 
and do the like by every other Man that 
is abroad; when the Numbers of thy{: 
Abſentees are ſummed up, add to them 
the following Numbers for thoſe alrc: 
in your own Tables, (ſuppoſing the Men 
that were abroad as on your Size Point tor 
bearing) namely, ſix for every Man on 
the Size Point, five for every Man on 
the Cinque Point, four for every Man on 
the Quatre Point, three for every Man on 
the Trois point, two for every Man on the 
Deuce Point, and one for every Manon 
your Ace Point, Do the like to your Ad- 
verſary's Game, and then you will know 
which of you is forwardeſt, and likelieſt 
to win the Hit. 


eſt 


. 
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| bb bob boo ob ob cb ck tick 


V.. 


Obſervations and Directions for a Learn- 


er that has made ſome Progreſs at 
Back-Gammon ; particular Direc- 
tions for bearing tbeir Men. 


I ; 


| 2 your Adverſary is greatly before you, 


never play a Man from your Quatre, 


| Trois, or Deuce Points, in order to bear 
| that Man from the Point where you put 
it, becauſe that nothing but high Doublets 
| can give you any Chance for the Hit; 
| therefore, inſtead of playing an Ace or 


a Deuce from any of the aforeiaid Points, 


| always play them from your Size or high- 


eſt Point; by which means you will find, 


that throwing two fi ves, or two fours, will, 


upon having eaſed your Size and Cinque 
Points, be of great Advantage to you: 


| Whereas, had your Size Point remained 


loaded, you muſt, perhaps, be obliged to 


play at length thoſe Fives, and Fours. 


= "8 
Whenever you have taken up two of 


| your Adverfary's Men, and that you hap- 


h 5 PZ 
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pen to have two, three, or more Points 
made in your own Tables, never fail ſpread. 
ing your Men, in order either to take a 
new Point in your Tables, or to be 
ready to hit the Man your Adverſary 
may happen to enter. As ſoon as he er- 
ters one of his Men, you are to compare 
his Game with your's; and if you find 
your Game equal to his, or better, never 
fail taking his Man up, if you can, be. 
cauſe it 1825 to 11 againlt his hitting you; 
which Chance, being ſo much in you: 
Favour, you ought always to run that 
Riſk, when you have already two of his 
Men up. 

There is this Exception to this Rule, 
that if you play for a ſingle Hit only, and 
that your playing that Throw otherwil, 
gives you a better Chance for the Hit, you 
ought not to take up ns Man, 

__ 

Never be deterred from taking up any 
one Man of your Adverſary's by the Ap- 
prehenſion of his hitting you with double 
Dice, becauſe the faireſt Probability your 
Adverſary has of hitting you, is five i 
one againſt him. = 


I 

| IV. h | 'Q 
If you ſhould happen to have five P 
Points in your Tables, and to have taken 
: 
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up one of your Adverſary's Men, and are 
obliged to leave a Blot out of your Tables, 
rake care, if it is in your Power, rather to 


leave it upon Doublets, than any other 
| Chance, becauſe Doublets are 35 to 1 


againſt his hitting you, and any other 
Chance is but 17 to 1 againſt him. 
=— 
Two of your Adverſary's Men in your 
Tables are better for a Hit, than any 
greater Number, provided your Game is 


| torwardeit, becauſe his having three or 


more Men in your Tables, gives him 


| more Chances to hit you, than if he had 


only two Men in thein. 

If you are to leave a Blot, upon your 
entering of a Man in your Adverſary's 
Tables, or other wiſe, and have it in your 
Choice to leave it upon what Point you 
pleaſe, always chuſe that which is the moſt 
diladvantageous to him. To illuſtrate 
this by an Example, let us ſuppoſe it is 
his Intereſt to hit you or take you up as 
ſoon as you enter, in that Caſe yau are to 
leave the Blot upon his loweſt Point; that 
is to ſay, upon his Deuce Point, rather than 
upon his Trois Point, or upon his Trois 
Point preferably to his Quatre Point, or 
upon his Quatre Point preferable ro his 

W Cinque 


— 
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Cinque-point, becauſe, (as has been men- 
tioned before) all the Men your Adverſary 
plays upon his Trois, or his Deuce-points, 
are deemed as loſt, being in a great Mea. 
{ure out of Play, thoſe Men not having it 
in their Power to make his Cinque-point, 
and conſequently his Game will be crowd. 
ed there and open elſewhere, whereby you 
will be able alſo much to annoy him. 
VIL 
To prevent your Adverſary from bear- 
ing his Men to the greateſt Advantage, 
when you are running to ſave your Gam- 
mon; as, for inſtance, ſuppoſe you ſhould 
have two Men upon his Ace-point, and 
ſeveral other Men abroad, tho? you ſhould 
loſe one Point or two in putting your Men 
into your Tables, yet it is your Intereſt to 
leave a Man upon your Adverſary's Ace 
point, which will have this Conſequence, 
that it will prevent his bearing his Men to 
his greateſt Advantage, and will allo give 
| you the Chance of his making a Blot, 
which you may chance to hit. But i, 
upon a Calculation, you ind that you 
have a Throw, or a Probability of ſaving 
your Gammon, never wait for a Blot, be- 
cauſe the Odds are greatly againſt hitting 
It, 


C H AP. 
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| _ CHAP. VII. . 
Cafes, put by way of Examples, to ſhew how 
| to calculate the Odds of ſaving or winning 


4 Gammon. 
QUETOSS your Tables are made up, 
O and that you have taken up one of 
| your Adverſary's Men; and ſuppoſe your 
Adverfary has ſo many Men abroad as re- 
| quire three Throws to put them in his 
Tables; 


1 


| a Gammon, or not? | - 
| Anſwer, It is about an equal Wager 
that you Gammon him. 


| have bore two Men before you open your 
Tables, and when you bear the third Man, 


or Cinque-point 3 in that Caſe it is pro- 
bable, that your Adverſary muſt take 
two I hrows before he enters his Man in 
your Tables, and two Throws more be- 
tore he puts that Man into his own Ta- 
bles, and three Throws more to put into 
his own Tables the Men which he has 
abroad, which in all make ſeven Throws : 
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2uery, Whether you have the better of : 


Becauſe, in all Probability, you will 


you will be obliged to open your Size 


* 
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And as you have twelve Men to bear, 
which probably will take ſeven Throws 


in bearing, becauſe you may twice be 
obliged to make an Ace, or a Deuce, 


before you can bear all your Men. 
N. B. No mention is made of Dou. 


blets of either Side, that Event being equal 
to each Party. 


The foregoing Caſe being duly atten- 


ded to, ſhews it is in your Power to cal. 


culate very nearly the Odds of ſaving or | 


winning a Gammon upon molt Oc- 
cafions. 


Suppoſe F have three Men upon my 


Adverſary's Ace- point, and five Points in 
my Tables, and that my Adverſary has 
all his Men in his Tables, three upon 


each of his five higheſt Points; 


Query, Whether the Probability i is for 
his gammoning me, or not? 


Anſwer. Paints, 
For his _— 3 Men from his 6 Point, is 19 


from his 5 Point, 1; 
from his 4 Point, 5 
from his 3 Point, 19 
from his 2 Point, 


Total, 3 bo | 


C — ꝓöH 
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To brinz my 3 Men from my 
Adverſary's Ace Point, to my 
Size Point in my Tables, be- 
ing for each 18 Points, make 
in all — — —— 54 


The Remainder is 6 


And as beſides the ſix Points f in your 
| Favour, there is a further Conſideration 
to be added for you, which is, that your 
Adverſary may make one or two Blots 
in bearing, as is Irequently the Caſe : You 
ſee by this Calculation, that you have 
greatly the better of the Probability of 
laving your Gammon, 


4 N. B. This Caſe is ſuppoſed _— an 
f Equality of throwing. 

5 9 

x WW Suppoſe I lead two Blots, either of 


which cannot be hit but by double Dice, 

to hit the one that Caſt muſt be eight, and 
. W to hit the other it muſt be nine; by which 
means my Adverſary has only one Dye 
co hit either of them. 


12 Query, What are the Odds of his hie- 
0 ting either of theſe Blots? 


7 - Anfwer, | : 
* The Chances on two Dice are in all, 36. | 


45 


* J 2 — — 
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6 ͤand 2 twice, 


: 
The Chances 5 and 3 twice, 2 
to hit 8 are, )2 Deuce. - ; 
L2 Fours, - - --; 
The Chances {2 ang 3 vice, - - 
5 and 4 twice, 
to hit 9 are, 2 8 
Total Chances for hitting, - 11 


Remain Chances for not hitting, 25 


So that it is 25 to 11 that he will not 


hit either of thoſe Blots, 


IT. 


To give another Example, let us ſup- 
poſe that I leave two other Blots than the 
tormer, which cannot be hit but by dou- 
ble Dice, the one mult be hit by eight, 
and the other by ſeven. 

Query, What are the Odds of my Ad- 
ve: fary's hitting either of theie Blots? 


Anſwer. 
The Chances on two Dice are in all, 36 


6 and 2. twice, «+ 4 

The Chances 5 and 3 twice, -  - 2? 
to hit 8 are,) two Fours, - - 1 

two Deuces, «1 

The 


Hd 8 


— — 
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2 ts and 1 twice, 2 
The Chances 5 and 2 twice, = 
to hit 7 are, 4 and 3 twice, = 2 

Total Chance for hitting, - - 12 
emain Chances for not hitting, 24 
| Therefore it is two to one, that I am 
dot hit. 2 | 
| The like Method is to be taken with 
| three, four, or five Blots upon double 
Dice; or with Blots made upon double 
| and ſingle Dice at the ſame time ; you are 
| then only to find out (by the Table of 
36 Chances) how many there are to hit 
| any of thoſe Blots, and add all together 
in one Sum, which ſubſtract from the 
Number 36, which is the whole of the 
| Chances upon two Dice: So doing re- 
| lolves any Queſtion required. 
v. 

The following Caſes are to ſhew a way 
of calculating, which may be called a 
| nechanical way of ſolving of Queſtions 
ot the like Nature. 2 

| would know what are the Odds of 
mowing 7 twice, before 10 once? 

e Anſwer. 1 
E is 5 to 4 that 10 is thrown once before 
7 


S mw 


E 


5 
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7 is thrown twice, which is demonſtrated, 
as follows: 
Suppoſe the Stake depending is nine 
Pounds, my firſt Throw entitles me to 


have one third Part of that Money, be 


cauſe 7 has fix Chances for it, and 10 has 
but three Chances, and therefore it is vg 


X 


| „ 
For the firſt Throw - - - - 3 00 


Having taken 3/. out of the 94. 
for the firſt Throw, the Re- 
mainder is 6/. out of which a 
third Part is to be taken for the 
tecond Fhrow, = 2 00 


The Total is, 5 0 0 
Remains, 4 © 0 


The whole Stake is, 9 O 0 
” VL 
J would know what are the Odds of er- 


tering a Man upon any certain Point n 


two Throws? 
Anſwer. 


Suppoſe 36 Shillings is the whole Stake 
depending, I would know what 1s my 
Share of that Stake, having laid 18 Sill 
lings that J enter into two "Throws ? by 
the Calculations in the Table of 5b 

— Chance 


fa 


bh 4 


WW 


7 


Point in two Throws, 


— 
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Chances, it is found that I have 11 Chances 
out of the 36 for entering the firſt Throw, 
for which therefore I am entitkd to 11 


out of the 36 Shillings. 
The Stake is, — — 

For the firſt Throw, — 
| Remains, — 


The Remainder, being 25 Shil- 
lings, is to be divided into 36 
equal Parts, of which Iam en- 
titled to eleven of thoſe Parts, 
which makes 75, 7d. = for the 
ſccond Throw, 


Acding this to the. other 11 Shil- 
ling, makes my Share of the 


* 
3 


A 
Stake (O be, 2 * _- , 2 18 7 — 


Then my Adverſary's Share will 


— — — 


be rñ³—³yů2e᷑— 


— 


Total of the Stake. 36 © 


— — 


Therefore it is very nearly 15 to 14 in 
favour of entering a Man upon any certain 


CHAP. 
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SLooboeobt bob ob tots. ung, 


CHAP. VL 
Critical Caſes for a Back-game, 


J. 
* T us ſuppoſe A. plays the Fore. 
Game, and that all his Men are placed 
in the uſual Manner, 

For B's Game let us ſuppoſe, that 14 
of his Men are placed upon his Adver. 
ſary's Ace Point, and 1 Man upon his Ad. 
verſary's Deuce Point, and that B. is to 
throw. 

Query, Which Game is likel ieſt to win 
the Hit ? | | 

Anſwer, A's is the beſt by Gold to Sil. 
ver, or 21 fc, to 20 againſt ; becauſe, if 
B. miſſes an Ace to take his Adverlaty's 
Deuce-point, which is 25 to 11 againſt 
him, A. is, in that Caſe, to take up S's 
Men in his Tables, either ſingly, or w 
make Points; and if B. ſecures either 4 


Deuce or Trois-point, in that Caſe, A. is 


to lay as many Men down as poſlible, in 

order to be hit, that thereby he may get? 

— ˙ 
When you are pretty well verſed in the 


Game of Back-Gammon, by practiſing 


this Back-Game, you will become # 
greater 


'E 


— 
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J greater Proficient in the Game than by 
any other Method, becauſe it clearly de- 
| nonſtrates the whole Power of the Back- 


Game. ; 
IT. Back-Game. 
Let us ſuppoſe A. to have five Men 
placed upon his Size Point, five Men 
upon his Quatre Point, and five Men upon 
his Deuce Point, all in his own Tables. 
And let us ſuppoſe B. to have three 
| Men placed upon 4's Ace- point, three 
Men upon A's Trois-point, and three 
Men upon A's Cinque- point; let B. alſo 
have three Men upon his Size-point in 
his own Tables, and three Men placed 
Noot of his Tables, in the uſual Manner. ; 
00! Who has the better of the 
it! 
5 Anſtver, It is an equal Game; but to 
play it critically, the Difficulty lies upon 


it B. who is in the firſt place to endeavour - 
5 to gain his Cinque and Quatre- points in 
by his own Tables, and when that is effected, 


[ic is to play two Men from 4's Cinque 

Fort, in order to oblige his Adverfary 

to blot, by throwing an Ace, which if B. 

is, he will have the faireſt Probability 
ef winning the Hit. | 


1 =: MM 


. — 
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placed in his Adverſary's Tables, 
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III. Back-Game, 

Suppoſe A. has three Men upon ÞB' 
Ace- point, and three Men upon B”s Deuce 
Point, alſo three Men upon his dige. point 
in his own Tables, and three Men upon 


his uſual Point out of his Tables, and 
three Men where his five Men are uſually 


And let us ſuppoſe B. has his Men 
placed in the ſame Manner, both in his 
own and his Adverſaty's Tables, with WM 
this Difference only, viz. inſtead of having | 
three Men put upon A's Deuce-point, itt f 
him have three Men upon A's Trois- point. 

Qucry, Who has the beſt of the Bit? WI; 

F2:/wer, A. becauſe the Ace and Trois 
Point are not ſo good for a Hit, as the 
Ace and Deuce points in your Adver-| 
ſary's Tables, for this Reaſon, becauſe when 


you are bearing your Men, you have the Wec 
Deuce- point in your own Tables to ply WT! 
your Men upon, which often prevents Mito 
your making a Blot, which muſt happen We: 
otherwiſe to your Adverſary z and take Wn, 
care to lay down Men to be hit as often Wot” 
as you can; in order to keep your Game Wind 


backward, and for the ſame Reaſon avoid 
hitting any Blots which your Adverlar) 
makes. | 1 
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: 
4s a Caſe of Curiofily and InfSrudion. 


Let us ſuppoſe A. has his 15 Men upon 
B's Ace- point, B. is ſuppoſed to have his 
Birr-point, allo his Size, Cinque, Quatre, 
and Trois-points in his own Tables. 

Avery, How many Throws is A. likely 
totake to bring his 15 Men into his own 


| Tables, and to bear them? 


Anſwer, You may undertake to do it in 
ſeventy-five Throws. | 

It is Odd in As Favour that he throws 
an Ace in two Throws ; it is alſo Odds 
in 4's Favour that he throws a Six in two 


| Throws; when theſe Events happen, A. 


has a Probability of not wanting above 


Iwo or three Throws to play, till he has 


got all his fifteen Men into his own Tables: 
Therefore, by a former Rule laid down 
to bring your Men home, and alſo for 


(bearing your Men, you may te able to 


ind out the Probability of the Number 


of Throws required, Note, B. ſtands till, 
jad does not play. 


| 
| 
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uſual and yet A ſhall make the Hit laſt | 


Ace, Deuce, or Trois, or all three; 
which effected, B. hits one of them, and 


8 V. 
A Caſe of Curioſity and Inſtruction. 


Where A. and B. ſhall play as faſt 1; 


probably, for many Hours. 
We will ſuppoſe B. to have bore 1; 

Men, and that A. has taken up the tuo 

remaining Men. ; 

And let us ſuppoſe that A. has his 1; 
Men in Bs Tables, viz. three Men upon 
his Size-point, three upon his Cincue- 
point, three upon his Quatre-point, three 
upon his Trois-point, two. upon his Deuce- 
point, and one upon his Ace- point. 

The Method, which A. is to take, is 
this: Let him bring his 15 Men home, 
by always ſecuring ſix cloſe Points, till M5 
B. has entered his two Men, and brought {M# 
them upon any certain Point; as ſoon a 
B. has gained that Point, 4. muſt open an 


A. taking Care to have two or three Men for 
in 5's Tables, is ready to hit that Man; 
and allo, he being aſſured of taking up 

the other Man, has it in his Power to pro- 


long the H to almoſt any Length, pic; en 
vided he takes Care not to open fache 
Points, as two Fours, two Fives, of tog 

| Sißxes, ue 
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S 5ixes, but always te open the Ace, Deuce, 

or Trois Points for 7 to hit him. 
I would know what are the Odds upon 

two Dice, for throwing two Sixes, rwo' 

Fives, or two Fours, in three Throws? 

| which by mechanical Calculation, may 

be found thus: 1 3 
Anſwer, Suppoſing 36 Shillings to be 

| the Stake depending, the Thrower will be 

entitled to have for his firſt Throw, - 3 il. 

vhich deducted out of 36, remains 

23; which divided again into 36 

Parts, make ſo many Eleven Pence, 

out of which the Thrower is to have 5. d. 
bor bis ſecond Throw, - - -2 9g 

* The Remainder, 30 Shillings and 

t Fence, is again to be divided into 

a Parts; dividing the 303. ſo, 

„make lo many Ten Pence, and the 

en; Pence divided into fo many Parts 

ce; makes ſo many Thirds of Farthings, of 

and Irhich the Thrower is to have 3 Parts 5. d. 

Ven for his Share for his third Throw — 2 GE 


* 


an; 


e 
e 


0 up Total for the Thrower, 3 8Z 
pro- So that it is 275, 84. + to 85, 34. 
pro eainft the Thrower; which reduced into 
wende ſmalleſt Number, is very nearly as 
toto to 3, that 2 Sixes, 2 Fives, or 2 Fours, 
Sen not thrown in three Throws, 


L. _ 


— — — — re 
— — 


| 218 A ſhort TREATISE on 


. 

BAC RK-G AME. 
Suppoſe A. to have 2 Men upon hi; 
Size-point in his own Tables, 3 Men up- 
on his uſual Point out of his Tables, 2 
Men upon the Point where his 5 Men are 
uſually placed in his Adverſary's Tables, 
5 Men upon his Adverfary's Ace-point, 
and 3 Men upon his Adverſary's Quatre- 
point, 

And let us ſuppoſe B. to have 2 Men 
upon his Size point in his own Tables, 
3 Men upon his uſual Point, out of his 
Tables, 2 Men upon the Point where his 
5 Men are uſually placed in his Adver- 
lary's Tables, 5 Men upon his Adver- 
fary's Ace-point, and 3 Men upon his 

Adverſary's Trois-point. : 

Query, Who has the faireſt Chance to 
win the Hit. | 7 

Anſwer, A. has, becauſe he is to play | 
either an- Ace, or a Deuce from his Ad- 
verſary's. Ace- point, in order to make Of 

both thoſe Points as Occaſion offers, and 
having the Quatre-point in his Adver- WF : 
ſary's Tables, he may more eaſily bring 
thoſe Men away, if he finds it neceſlary, 
and he will allo have a reſting Place by 
the Conveniency of that Point, which at 
all times in the Game will give him an 
Opportunlt) 
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Opportunity of running for the Hit, or 
| ſtaying, if he thinks proper. Whereas 
g. cannot ſo readily come from the 
Trois Point in his Adverſary's Tables. | 


Str foot bb bib 3 KY JK Ys 
CHEE IA. 
| 


ET us ſuppoſe A. and B. place their 
Men in the following manner for a 
WE 
| Suppoſe A. to have 3 Men upon his 
Size-point in his own Tables, three Men 
vpon the uſual Point out of his Tables, and 
Men upon his Adverſary's Ace, Deuce, 
and Trois Points, 3 Men to be placed 
upon each Point; and ſuppoſe B's Men 
0 WF to be placed in his own, and in his Ad- 
verſary's Tables, in the ſame Order and 
i Manner, 8 
0. The Reſult is, that the beſt Player ought 
t: win the Hit; and the Dice are to be 
Abirown for, the Situation being perfectly 
equal] in A's and B's Game. . 


It A throws firlt, let him endeavour to 
„Lain his Adverſary's Cinque Point ; 
by when that is effected, let him lay as many 
- | Blots as poſſible, to tempt B. to hit him; 


| tor every time that B. hits them will be in 
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A's Favour, becauſe i It puts him backward; 
and let A. take up none of B's Men for 
the ſame Reaſon. 
A. is always to endeavour to tike Care Wl 
to have three Men upon each of his Ad- 
verſary's Ace and Deuce- points; becauſe 
when B. makes a Blot, thoſe Points will 
remain ſecure, and by Recourſe had to a M 
former Caſe (Numb. V. in the former 
Chapter) when A. has bore 5, 6, or more 
Men, yet A. may ſecure 6 cloſe Points out 
of his Tables, in order to prevent B. from 
getting his Man home, and by Recourſe 
had to the Calculations, he may eaſily find 
dodut (in Caſe he makes up his Tables) who | 
has the better of the Hit; and if he finds 
that B. is forwardeſt, he is then to endesa | 
vour to lay ſuch Blots to be taken u up by | 
his Adverſary, as may give him a Chance 
for taking up another "Man, in Caſe J. 
ſhould happen to have a Blot at home, 
Thoſe who play the foregoing Gate 
well, may be ranked in the firſt Form, | 
IT. 
A Caſe of Curioſity. 
A. and B. play at Back-Gammon, 4. 
has vore 13 Men and has 2 Men to beat] 
upon his Deuce-point, B has 13 Men in 
his own Tables, with two Men to enter“ 
F. is to throw. — And to name the Throw? 
both for himſelf and 4, but not to hit 
Blot of either Side. Quay 
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Query, What Throws is B. to name for 
both Parties, in order to ſave his Gam- 


mon? = 
Anſwer, B. calls for himſelf 2 Aces, 


| which enters his 2 Men upon 4's Ace 


Point. B. alſo calls 2 Aces for A. and 
conſequently 4. cannot either bear a. Man 
nor play one; then B. calls for 2 Sixes, 
for himſelf, and carries one Man home 
upon his Size Point in his own Tables, 


and the other he places upon his Adver- 


ſary's Barr-point : B. alſo calls Size-ace 
for A. ſo that A. has one Man leſt to bear, 
and then B. calls for himſelf either 2 Sixes, 
2 Fives, or two Fours, any of which bear 
a Man, in Caſe he has Men in his own - 
Tables upon thoſe Points, and to fave his 
Gammon, . 
„„ | 
The following Queſtion is to be at- 
tended to, as being Critical and Inftruc- 
tive. | 
Suppoſe that both yours and your Ad- 
verſary's Tables are made up. 
Alſo that you have x Man to carry 
home, but that he has 2 Men on your 
barr-point to carry home, which lye in 
valt to catch your Man, and that if you 
pals him you are to win the Hit, Sup— 
pole alſo that you have it in your Choice 
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8, both of which are Chances upon doy- 
ble Dice. 
Querr, Which of theſe Chances is it 
belt tor you to venture ? - 
Anſwer, That of 7, for the following 
Reaſons : Fir, becauſe that the Chances 
being hit by 7, or by 8, are equal. 
Secendly, If he does not hit 7, you will 


then have in your Favour 23 Chances to 


13, that by your next Throw you either 
hit him or paſs beyond him, | 

Thirdiy, In Caſe your ſecond Throw 
ſhould happen to be under 7, and that 
conſequenfly you cannot hit him, yet you 
may play that Caſt at home, and conſe- 
quently leave the Blot upon double Dice, 

Whereas, if on the contrary, you had 
made Choice of leaving the Blot upon 8, 
you would have made a bad Choice, for 
the Reaſons following : 

Firſt, Becauſe the Chances for being 


bit by 7, or by 8, are only equal. 


Secondly, Becauſe if you ſhould eſcape 


the being hit by 8, yet you would then 


have but 17 Chances in your Favour, 2. 
gainſt 19 for either hitting him, or pal. 
fig beyond him by your next Throw. 
Thirdly, In caſe your ſecond Throw 
ſhould happen to be Size-ace, which 1s 
mort of him, you would then be obliged 


ble, 


— 
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bles, not being able to play the ſix at 
nome, and conſequently. to leave a Blot 
to be hit by a ſingle (or flat) Dye; which 
Event, upon Suppolition that you play 
for 18 Shillings a Game, it would entitic 
him to 11 Shillings of the whole Stake 
depending. 


PPP 
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The LAWS of Back-Gammon. 


1. J F you take a Man from any Point, 
that Man muſt be played; the ſame 
muſt be done if 2 Men are taken from it. 
2d. You are not underſtood to have 
played any Man, till you have placed him 
upon a Point and quitted him. 

34, If you play with 15 Men only, 
there is no Penalty attending it, becauſe 
by playing with a leſſer Number than 
you are entitled to, you play to a Diſ- 
advantage, by not having the additional 
Man to take up your Tables. 

4th, If you bear any Number of Men, 
before you entered a Man taken up, and 
which conſequently you was obliged to 
enter, ſuch Men, ſo born, muſt be entered 


again in your Adverſary's Tables, as well _ 


asthe Man taken up. | 
5th. If you have miſtaken your Throw, 
and played it, and if your Adverſary 
7 5 L 4 has 


224 A ſbort TREATISE en &c. 
has thrown, it is not in your or his 
Choice to alter it, unleſs both Parties 
agree to it. Wo 


End of the Game of BACK-GAMMON, 


WM ginners, 
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